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VIDEO UPDATE 


NF'S GREAT VIDEO expansion has been rolling out over the course of the last few months, and hopefully you've 
tuned in to check out some of our earliest forays into the wild waters of YouTube! Thus far, we've cast a wide net to 
present a variety of different styles of videos, feeling out what makes the most sense for the Nintendo Force 
presence on YouTube to be about. 


As noted on this same page last time, we partnered with Two Button Crew to present a regular sampling of the 
kind of content they create for their main channel: the "live-action topical discussion" genre, | suppose you could 
call their work. We've also done preview videos of major games in advance of their release to the public, trying to 
anticipate what fans would want to know and see and then creating that. We were able to beat even GameXplain to 
the punch with "How to Unlock Gold Mario in Mario Kart 8 Deluxe," for example! But it doesn't make too much sense 
to just do the same things that others are doing (Red Ocean vs. Blue Ocean, for you diehard Nintendo philosophy fol- 
lowers), so the Nintendo Force will mostly strive to create content not already being created by others. 


| think that's the right place to land, as it's a goal in keeping with the mission that gave rise to this magazine. 
Nintendo Power went away, creating a vacuum that only a new Nintendo-focused print magazine could fill. For as 
ubiquitous as Nintendo coverage is on YouTube, there are still gaps that need to be filled there too, and we'll 
endeavor to provide that service! 


Recently, I’m proud of our ARMS soundtrack video series. Rather than offer up more gameplay footage or another 
opinion piece when the embargo for preview coverage lifted for that game, we instead uploaded 10 videos, each 
containing just the theme song of one of the playable fighters. No one had yet done that, so it was greatly appreci- 
ated by thousands of online Nintendo fans! We may or may not do those same kinds of audio-focused videos in the 
future, but the driving motivation, as I said above, is to just identify gaps that exist and try our best to fill them, for 
the betterment of all Nintendo fans. If you'd like to join us on the journey, head to the URL below! — LUCAS 


YouTube.com/NFMagazine 


Ribbon Girl's Theme 


RIBBON GIRL’S VIDEO GETS TO BE THE FEATURED IMAGE ON THIS PAGE, BECAUSE ITS RACKED UP THOUSANDS MORE VIEWS THAN THE OTHERS. PEOPLE LOVE HER SONG! OR HER. OR BOTH! 
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INBOX 


SURPRISE: IT'S A 
PART OF YOU! 


Pixar's Inside Out got it wrong. 

If you saw that movie — and I know many of you 
did, since it was both great and popular — then 
you'll recall that it distilled all of human emotion 
down to five core reactions to any situation: Joy, 
Sadness, Anger, Disgust and Fear. That's actually 
pretty close, and the science that inspired the 
film separates your psyche into those exact same 
segments . . . but with one more! There are 
actually six core emotions, scientists agree. Pixar 
left out the emotion of Surprise. 

Now, it wasn't some mistake, or some movie 
maker having a grudge against surprise parties 
or anything — they just found the film flowed 
better with five characters living in Riley's head 
instead of six, so Surprise got folded in with Fear 
to become one character. But that's Riley's head. 
In your head, in the real world, the emotion of 
surprise is a crucial, critical, core component of 
your being. 

Because feelings of surprise are such a central 
part of each and every one of us, of course those 
moments when we feel surprised are a central 
part of our enjoyment of entertainment like 
video games, movies and TV shows. An instant of 
surprise can lead to a reaction of pure delight! A 
surprise we didn't want to see, though, can send 
us straight into despair or irritation. (Sadness or 
Anger, | suppose.) In this issue we explore this 
topic in several ways, from holding a debate on 
spoilers to reflecting on the most delightful 
surprise announcements Nintendo's ever made — 
and even examining the ruined surprise that was 
the reveal of our cover game this time, Mario * 
Rabbids Kingdom Battle. | hope you find some- 
thing in the pages ahead that surprises you, in a 
good way! 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 


“ 
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FEES 


| adamantly avoid spoilers because 
making discoveries and being surprised 
are things that І highly value when 
playing a game for the first time (I'm 
looking at you, Breath of the Wild). 
Those moments in games that you 
didn't see coming can end up being the 
most memorable part of the experience 
and make a great game that much more 
special. A spoiler can be many things — 
a song, boss battle or an undiscovered 
area in a game are some examples. Not 
everyone consumes the same amount 
of trailers and previews, so spoilers can 
vary! — PETER EVERLING 


In general, | really don't mind spoilers 
at all, because by the time I go online 
I've usually played it (if it's a game) or 
seen it (if it's a movie, TV show, etc). 
My definition of a spoiler in gaming is 
describing gameplay or disclosing 
Easter eggs. For movies, disclosing the 
plot or disclosing the cliffhanger. 

— BECKY McDOUGALL 


Personally, | have a pretty high toler- 
ance for spoilers. The only things that 
really bother me are "big finale" sorts 
of things. Bosses, major plot twists, that 
sort of thing. But items, worlds, 
mechanics? That's all fair game to me — 
| wouldn't even consider them spoilers, 
honestly. - JOHN HAMILTON 


Throughout all of the history of 
Nintendo at E3, I only have knowledge 
of one game that was so surprising, that 
not even the director of the project 
knew about its existence! When Satoru 
Iwata revealed that Smash would be on 


In our last issue, we turned our 
attention to the number 2, 
focusing on all of the great "2s" 
that are coming soon on the 
Switch, like Xenoblade Chronicles 2 
and Splatoon 2 (which made the 
cover!). We looked ahead to our 
theme for this issue with #275 
Player's Poll questions, of course. 
First, we wanted you to look back 
over the history of Nintendo's E3 
showings and share your favorite 
surprise with us. Then we asked 
you to share your thoughts about 
spoilers: Do you mind them, or 
not? How do you personally define 
what is a spoiler and what isn't? 
And lastly, we asked for your reac- 
tions to the announcements of E3 
2017. Now, let's dive in to the 
answers you sent to us! 


Wii, everyone was ecstatic, except 
Masahiro Sakurai, who hadn't heard of 
the idea until then. After E3, Iwata sat 
down with him and asked him to direct 
Brawl! - ADAM DAVIS 


I’ve seen a lot of ЕЗ5 come and go in my 
day, and while | can't recollect anything 
specific about most of them, the thing 
that sticks in my mind is the constant 
drip-feed of fighter announcements for 
Super Smash Bros. for Wii U and 
Nintendo 305. Seeing the Villager... 
then Wii Fit Trainer . . . then Mega Man! 
If they had added Simon Belmont and 
Captain М, | would have been living my 
10-year-old fantasy! - MATT MASON 
You and me both, Matt! I think 
Captain N might be the only fighter 
announcement they could ever make 
in the future that would truly shock 
and surprise me any more. As ІЛІ say 
later оп in this issue, I feel like just 
about anyone can pop up in the 
roster ever since Cloud came to town. 


| think one of my biggest Nintendo sur- 
prises over the years for E3 was the 
initial reveal of the Nintendo 3DS. I 
remember being pleased that someone 
had finally tackled, and succeeded in, 
glasses-free 3D technology. ! always felt 
that the 3D craze would only continue to 
be viable if they could get that problem 
solved, and Nintendo was able to do it 
for their next portable system. I still 
remember Reggie standing on the 
stage, and suddenly having all the girls 
with the 3DS systems attached to them 
going out into the audience to let 
people demo it right there during the 


press conference, proving that it was something 
tangible and not just some lofty idea. My 3DS is still 
one of my favorite portable systems I’ve ever had. 
— SEAN MORROW 


| think that the reveal of Splatoon at Nintendo's 2014 
E3 was a wonderful surprise. Never in a million 
years had | ever thought Nintendo would release a 
third-person shooter in the vein of other popular 
shooters. What makes Splatoon extra special, 
though, is the fact that not only can you transform 
from a kid into squid form and back again, but even 
just adding that Nintendo flair in the form of ink 
rather than bullets is amazing! It's wonderful to see 
Nintendo try to recapture that same spirit with 
ARMS! — MYKOLA KYBA 


I think the biggest Nintendo surprise at E3 was 
headlining 2003 with Pac-Man Vs. My friends and I 
had a lot of fun with that game when it released in 
November that year. However, it's certainly no Zelda, 
Mario or Smash Bros. Yesh. Let's hope that is never 
repeated. - ADAM RENARD 

Hey now! There will be no negativity allowed for 
ЕЗ 2003, because it was the first one І attended 
in person and I’m very nostalgic for it! I was the 
king of the Pac-Man Vs. floor demo that year! 


E3 2017 was full of a lot of little, nice surprises, but 
hands down, Metroid. Not sure what the bigger 
surprise was — the fact that we're getting two new 
Metroids; that one of them will be playable in just a 
few short months; that the series is getting two new 
amiibo or simply just them making a Metroid at all! I 
believed in it for the longest time — and as soon as | 
saw the smoky Screw Attack symbol in the back- 
ground take shape, I lost control of my knees and 
fell down and just kind of stayed there for a little bit. 
What followed was a lot of intangible noises and 
weeping. SAMUS IS BACK! See you next mission! 

— BRIAN IRIZARRY 


A predictable story usually isn't very enthralling, and what better 
way to spice things up than with a few plot twists? From secret 
identities to finding out who's really pulling the strings, all types of 
entertainment like to throw in a couple of curve balls now and again 
to catch their audience off-guard and present them with a moment they'll 
never forget. Sadly, whether it be through carelessness or intentional trolling, 
spoilers ruin these carefully crafted surprises and can drain all of the excitement out 
of a story for someone. The Internet, by its very nature of providing information, can 
also contain a wealth of spoilers, so it's important to be wary if you haven't finished that 
new title everyone is talking about. | had the identity of the Alolan Champion in Pokémon 


Sun and Moon spoiled for me by a YouTube thumbnail and I'm still a bit salty about it. 
Thankfully the Masked Royal's identity can't be spoiled, since it's still a mystery! 


— PAUL NALESNIK 


Well said, Paul! And so true about the Masked Royal, too. Just who is that guy? 
There's no way to know. Maybe Ultra Sun & Ultra Moon will give us a hint! 


| cannot believe that not only are we getting new 
Metroid . . . we're getting DOUBLE new Metroid. | 
figured Nintendo was gonna just slowly sunset that 
franchise out after Other M and Federation Force 
tanked, but | am overjoyed and thrilled to see the 
Big N giving everyone's favorite armored bounty 
hunter two more outings! — JASON HUNT 


| think that the reveal of Metroid Prime 4 at this ЕЗ 
was the biggest surprise reveal at any E3. After 
having the series lay dormant for over 10 years, the 
Big N really took advantage of the situation by 
shocking the masses with the announcement of a 
10th anniversary game! - NOAH WRIGHT 


Now, I thought we had a 50/50 shot at getting a new 
Metroid title, so though I got ecstatic at Metroid 
Prime 4's announcement, shock was not what I felt. 
What | failed to anticipate was that two games in the 
franchise were on the way, and that the other game 
would have related amiibo! It's evident that 
Nintendo is willing to make the Metroid brand suc- 
cessful again; that they'd be so bold by developing 
so much at once is a fantastic and unexpected sign. 
— JAYCE CATHERALL 


We got lots of other letters expressing these 
same sentiments, so I think it's safe to say that 
the return of Samus was the biggest E3 2017 
surprise! 


DON'T ANGER 


THE ОХ; 


Dear Ox, 

If you could Rabbidify any Nintendo character, 
who would it be and why? Cause I really enjoy 
Rabbid Peach. - NEVADA HENGL 
Samus, for sure. While the Rabbids seem to 
fit in surprisingly well with Mario, the pure 
contrast of Metroid's more solemn, isolated 
tone would make for some pretty funny 
moments. Plus, Samus Arabbid would be able 
to pretty well vocalize what a lot of us are 
thinking... 

"Samus, you can't activate your Varia Suit 
until after you've crossed the lethal lava 
area." 

"ВМАААААН!!!!" 


We offered you a few pieces of Min Min fan art in our last issue, but the 
ARMS artistic community has exploded since then! We just had to 
dedicate more space to this sensational work. Check out these favorites! 


- AZUUMORI 


- SSPPHILLIPART 


- @FULL_ATSUSHI 
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бе 


Nn. 
- LOGAN CURE 


THE PLAYER’S POLL 


Congratulations to Adam Davis, the winner of last issue's Player's Poll! 
Your new chance to win is below, and this time around we're interested to 
know your thoughts on a few questions inspired by the galaxy's best bounty hunter! 


MEN 


- @TECCH EN 


First up, how familiar are you This one requires some What do you think about the 
3DS continuing to get big-name 


with Samus Aran? It’s been so familiarity with Samus. 

many years since her last real What is your all-time new games, even now after the 

adventure. Especially if you’re favorite Metroid game, launch of the Switch? Are you 
younger: Do you know her? and why? pro-3DS? Or should it retire? 


Send your responses to PlayersPoll@NFMagazine.com with the subject line 
"Player's Poll for Issue #28" - this time, one reader whose answers are picked 
for print will win a copy of Metroid: Samus Returns! 


NINTENDO AT ЕЗ 2017: MARIO MANIA! 


Between his crossover with Ubisoft's Rabbids and his own epic Odyssey, Mario owned this year's Expo! 


THE REGULAR ROUTINE is fairly 
set and standard for a Nintendo E3 
showing at this point: Announcements 
during an event/video on Tuesday 
morning, then the doors to the show 
floor open, then mass chaos unfolds at 
the Los Angeles Convention Center. 
This year, though, the madness got an 
early start! Thanks to Ubisoft's pre-E3 
press event taking place on the pre- 
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ceding Monday, we got the wacky 
announcement of Mario * Rabbids 
Kingdom Battle a day before the rest 
of the Big N's big news. The Ubi event 
also gifted us all with the image you 
see above: Mr. Miyamoto standing 
shoulder-to-shoulder with Ubisoft's 
Chairman and CEO Yves Guillemot, 
both of them wielding replica blasters 
from the game. Gloriously goofy. 


When the calendar did flip over into 
Tuesday, then, it was even more of a 
Mario show! Whereas last year's booth 
was transformed into a living slice of 
Hyrule from Breath of the Wild, this 
year Nintendo reshaped their alloted 
space into a section of New Donk City 
from Super Mario Odyssey. Showgoers 
were surrounded on all sides by 
visuals from the game made real, from 
the urban facade including the Crazy 
Cap storefront to carpeting modified 
to look like city streets. Statues of 
many of the different Mario forms 
from the game offered photo ops 
around the space: Bullet Bill Mario, 
Chain Chomp Mario, Goomba Mario 
standing on top of the heads of two 
other Goombas in a stack. No telling 
how many selfies were snapped! 

All of this painstakingly crafted 
scenery was a little hard to truly 
appreciate, though, since the booth 
was just so crowded at all times! This 
year's E3 was the first to ever be 
opened to the public, and that meant 
crowd sizes even more massive than in 
previous years. (And it was already 
hard to breathe before!) Hopefully 
nobody got trampled trying to run in 


and grab one of the controllers 
attached to the Super Mario Odyssey 
demo stations, but Nintendo at least 
did their part to prepare for the surge 
of humanity by bringing 70 different 
demo stations this year! 

Nintendo streamlined their pre-E3 
Spotlight video presentation into a 
lean 25 minutes this year, and while 
tons of announcements were packed 
into its less than a half hour (METROID 
PRIME 4!!!), its brevity meant that the 
team of live presenters from the 
Nintendo Treehouse got to make a few 
announcements of their own through 
the days that followed. The Treehouse 
was, quite appropriately, elevated up 
above the show floor this year (you 
know, like how a real treehouse is up 
in a tree), and below their platform 
was the stage used for the Splatoon 2, 
Pokkén Tournament DX and ARMS 
tournaments. Not a bad setup at all, 
and Га wager we'll see the same con- 
figuration return in future years. 
(Unless they go all-in on Metroid 
Prime 4 in a few years and turn the 
whole space into Ridley's Lair or the 
jungle-ish part of Brinstar. Have | men- 
tioned METROID PRIME 4???) 


Sorry, uh, what was I talking about? 
Mario. Yes, Mario! It's hard to get past 
the shock and surprise of the Prime 4 
announcement, but it of course didn't 
have any footprint at the actual show. 
That's years away. The Treehouse did 
get to host the announcement of 
Metroid: Samus Returns less than one 
hour after the end of the Spotlight 
video, though, so if you haven't been 
in the habit of tuning in for their inter- 
views and livestreams throughout 
each E3 day in the past, make plans to 
do that in future years! 

The Treehouse team also got to be 
the ones to pull back the curtain on 
yet more Mario, in the form of Mario & 
Luigi: Superstar Saga * Bowser's 
Minions. And then Sushi Striker: The 
Way of Sushido was revealed from the 
stage the next day! Nintendo's defi- 
nitely spreading out the love now, so 
never think that the contents of the 
show-starting video are all the 
announcements you're going to get. 
There are always more in store! 

E3 2017 was another spectacular 
event for Nintendo, who seem to have 
really figured out the whole E3 thing 
now. Who knows what surprises will be 
in store for us next year? — LUCAS 


Thats it! They got me! 
l'm fully pumped and 
ready to be in a Mario 
mood for the rest of this 
year. And we don't even 
have to wait as long as | 
thought we would: Super 
Mario Odyssey goes on 
sale on October 27! 
Let's-a-go!!! 
- LUCAS 


E3's THREE ESPORTS 


Nintendos trio of tourneys rocked. 


THE HIGHLIGHT OF E3 2015 was undoubtedly the return of the 
Nintendo World Championships. Nintendo had hosted a great Super 
Smash Bros. Invitational during E3 2014, but the variety of different 
games played during the 2015 event made it even more exciting! Then, 
last year, Nintendo kind of shelved the whole idea as they focused all of 
their attention on promoting the single-player spectacle of The Legend 
of Zelda: Breath of the Wild. Not a bad decision, of course, but the lack 


of a big competitive event was missed. 


At E3 2017, though? Nintendo competition was back with a ven- 
geance! The company held three tournaments throughout the Expo, 
one apiece highlighting Splatoon 2, РокКеп Tournament DX and ARMS. 

For Splatoon 2, four different teams of four players each were flown 
into Los Angeles from all around the world. Japan, the United States, 
Europe and Australia/New Zealand all had representative squads of 
Inklings, and while Japan's crew looked like they'd claim an easy 
victory thanks to their dominance early on, Team Deadbeat from the 
States came from behind to claim the championship trophy in the end! 

For the Pokkén DX tourney, it wasn't teams of four any more — 
rather, pairs of two players joined forces to seek the crown. YouTube 
stars and pro gamers alike went head-to-head, with victory ultimately 
awarded to pro Allister Singh and YouTube star MatPat (who eliminated 
his own wife from the competition on his way to the top — yikes). 

The biggest and best was saved for last, though: the ARMS Open 
Invitational. Four invited pros took on four regular attendees, though 
"regular" hardly applies to the man who won it all: Floridian fighting 
scene star Jamal "Zerk" Mackey. After his victory, though, he was chal- 
lenged by the producer of ARMS himself, Mr. Yabuki — and Mr. Yabuki 
totally destroyed him! Another spectacular E3 moment! — LUCAS 
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COLECGIOK S ОЛЕ АЕК 


ANIME-VERSARY! - 


Celebrating 20 years, with snow globes! 


THE 20TH ANNIVERSARY of the Pokémon anime was 
bound to be rife with merchandising opportunities. Two 
waves of snow globes exemplify this perfectly. The 
starters Bulbasaur, Charmander, Squirtle and Pikachu 
complete the first wave due out in July. Eevee and its evo- 
lutions Flareon, Jolteon and Vaporeon will be available 
come August. Each features a base personalized to them 
and will cost around $20, but they must be imported from 
Japan using import sites or secondary markets. 


FUNKO Goes RETRO 
With Namco classics . . . plus Mega Man? 


WATCHING FUNKO RIGHT now is like watching a 
master class in how to manipulate a collector. Their Pop! 
Vinyl series has simply exploded and seems to have an 
offering from every pop culture universe on the planet. 
Dorbz are smaller but similar, and they have plush and 
apparel lines too. They must never sleep over there, 
because now they have another unique offering in their 
line of Mystery Minis! The Retro Video Game line just 
surfaced, and while these aren't blind-boxed per se, you 
may not know which character you'll get from a particular 
series. Q*Bert, Pac-Man, Dig Dug, Centipede, Frogger and 
even Mega Man are included in Wave 1, and anyone who 
knows Funko knows that there will be future waves. Each 
figure comes in a little arcade machine-shaped box with 
logos of the character you're about to get on the sides, so 
if you see a Mega Man it will be Mega Man, but Pac-Man 
will be tougher (you could get the man himself, or Ms. 
Pac-Man, or a ghost). You can find them pretty much 


A MASTERPIECE OF FIGMA DESIGN 


Samus has returned, and she’s in Prime condition! 


anywhere stuff like this is sold, and even some places 
you'd never expect! Love them or hate them, Funko has 
essentially cornered the market on cheap collectibles that 
appeal to our basest sense as fans: the need to display 


and share our love! 
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GOOD SMILE COMPANY is known for making 
fantastically detailed and articulate figures. While 
the price may be steep, you get what you pay for 
in terms of quality. Samus, then, is a prime candi- 
date for the series due to her awesome, more 
"human" design and agility in her games. You 
might be saying, "Hey, wait a minute! Aren't there 
already two Samus figmas?!" Yes, there are two 
previous figures, but one was Other M Samus and 
the other was Zero Suit Samus. This one takes on 
Retro Studios' design of Samus from the Metroid 
Prime series, specifically the suit that appeared 
in Metroid Prime 3: Corruption. The impeccable 
attention to detail is noticeable throughout, as 


several translucent pieces accentuate her visor, 
arms, legs and cannon. This figure will stand over 
six inches tall and come with multiple accesso- 
ries. While most have to do with her hands — like 
a thumbs-up or clenched fist — the best accesso- 
ries are the Morph Ball and the Missile arm 
attachment. It's also compatible with other figma 
parts, so she could potentially hold Link's Master 
Sword while firing Dark Pit's Silver Bow . . . if 
you're into that sort of thing. The price tag for 
this iteration will be $70, and she releases in 
Japan this October. You can still pre-order Samus 
at various import shops, just don't wait until she 
arrives and have to pay secondary market prices! 


Collector's Corner is compiled by Brett Martin, the world record holder а tn i | ib о: 
for the largest collection of Nintendo memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, U P D AT E 


The Video Game Memorabilia Museum, at videogamemm.com 


THE NEXT WAVE of amiibo is fast approaching! 

The month of July will see the release of 10 different 
figures from three different series. First up will be three 
new Inkling amiibo that will appear on store shelves 
alongside Splatoon 2 on July 21 — fresh takes on the 
Inkling Boy and Inkling Girl (with new "hair" styles as seen 
in the sequel), and a new Inkling Squid (who looks the 
same as always, but at least has a different color and 
pose). Also on July 21, the Super Smash Bros. series will 
conclude (for now, at least), with the release of Cloud, 
Corrin and Bayonetta — each with two different versions! 
And rounding out the month will be the new Pikmin 
amiibo seen below, launching alongside Hey! Pikmin on 
July 28. It's setting a new record: five characters depicted 
on a single amiibo base! 

mm қ; Beyond July, Nintendo pulled back the curtain on lots of 
ir «аў, PAP, 43 new amiibo figures at E3 2017. September 15 will see the 
1 arrival of a new Samus Aran figure to coincide with the 
launch of Metroid: Samus Returns. She's posed kneeling, 
just as she was on the Metroid II box over 25 years ago! An 
| с. се” amiibo of an actual Metroid will join her, and it will have а 
SONIC Сын нер GEHO a RE - MEE | special, squishable membrane. Squeee! 
` 25 ANNIVERSARY 5 More common Nintendo foes — а Goomba and а Koopa 
Troopa — will get amiibo figures of their own in October. 
( Then Mario, Peach and Bowser will have Wedding Attire 
So N | C’S Tu R N | М С 2 5! amiibo released when Super Mario Odyssey launches! 
Two more Fire Emblem characters, Chrom and Tiki, will 


be immortalized as amiibo later this year (likely in connec- 


Celebrate the Blue Blur's birthday with an incredible diorama figure! tonto the release of Fira Emiblam Warriors; but we don't 
have a date for that one yet). 

THIS YEAR MARKS the 25th anniversary of Sega's Blue Blur, Sonic the Hedgehog. To com- And finally, the four Champions from The Legend of 

memorate the milestone moment, First 4 Figures has announced a statue due to be released in Zelda: Breath of the Wild — Daruk, Revali, Mipha and 

the second quarter of 2018. Set in the iconic Green Hill Zone, Sonic blazes past the goal post on Urbosa — will get amiibo in advance of that game's final 

his way to the next act. Inexplicably, the Regular Edition is the same price as the Exclusive this DLC pack, which stars them! Phew! That's a lot! 


time: $384.99. The Exclusive comes with LEDs in the figure eight by Sonic's feet, creating a 
running motion when turned on. It also features four options for the goal plate, and the sign is 
hooked to a motor so it actually rotates, just as it does in the game! 


UNDER ARMOR 
Arthur suits up (and down). 


REMEMBER ARTHUR FROM the 
Ghosts 'N Goblins/Ghouls 'N Ghosts 
games? You know, that strapping 
young fellow you probably most 
often saw running around killing the 
undead in his underwear? Capcom's 
literal knight in shining armor will 
get not one but two figures this 
September from Union Creative. The 
difference between the two figures, 
besides price, is a matter of armor. 
His regular Silver Armor will be 
around $70, but a Golden Armor 
variant will be available for around 
$100. He has all sorts of bonus 
accessories, like a lance, dagger, 
torch, axe and extra hands and 
facial expressions. One of those 
expressions is a retro face, which is 
a nice touch, and he even comes 
with two different beard types. And 
yes, the armor is removable, so you 
can pose him in his trademark 
strawberry-covered underpants. The 
armor actually assembles on him 
like a model kit, and the figure is 
amazingly detailed for being under 
five inches tall! 
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NINTENDO DDS, x, 


OK, WHAT? 

If there's anything about Nintendo 
that's entirely predictable, it's their 
unpredictability. Just when you think 
you've got the company figured and 
have a clear roadmap in your mind of 
just which decisions they'll make next, 
and when, and why, they hit you with 
some new out-of-the-blue reveal that 
leaves your head spinning all over 
again. 

Case in point: the New Nintendo 
2DS XL. 

If you're like us, and most diehard 
Nintendo fans, then you'd already 
firmly established in your mind a nar- 
rative that went something like this: 
"The Switch has launched at last! It's 
both a home console and a portable! 
That means that it's replacing the Wii 
U immediately, and the company will 


The New Nintendo 2DS 


XL looks really awesome! 


also be phasing out the 3DS right 
away. After all, they wouldn't want to 
do anything to steal any thunder from 
their brand-new 2-in-1 hybrid device, 
right? 

. . Right?" 

And so it was with that firm mental 
mindset that Nintendo fans around the 
world sat slack-jawed, mouths agape 
on this past April 27, when, less than 
two months after the launch of the 
Switch at retail, the company revealed 
this all-new, sixth iteration of the 3DS 
hardware. 

Make whatever adjustments to your 
brainwaves you need to in order to 
account for its existence, but it's true 
that the "Nintendo 3DS family of 
systems" is getting one more member 
before it's gone for good. 
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FROM OuT or NOWHERE! 


No one predicted this one: the New Nintendo 2DS XL! 


Admittedly, this new system looks 
slick. Though reusing the 2DS name, it 
bears little resemblance to that "cake 
wedge" slab of a system from a few 
years ago, and instead mostly echoes 
the New Nintendo 3DS XL hardware — 


just with the 3D functionality removed, 


of course. Beyond that, though, it just 
looks more refined all around, and it 
will ship in two color variations: the 
Black/Turquoise option you see above, 
and also a White/Orange version (that 
looks a lot like a Dreamsicle). Only the 
Black will be available in North 
America, though, when it launches to 
stores on July 28. 

If you too were taken aback by this 
surprise reveal, join us in now remem- 
bering that Nintendo will never, ever, 
do what we expect them to! — LUCAS 


UNYEAH... 


But can | justify owning 
six versions of one system? 


A fifth 305 revision!? 
| don't think any 
previous Nintendo 
handheld has gone 
through so many 
transformations 
before! 3DS is the 
Majin Buu of 
portables! - TONY 


| still don't know what 
*2DS" stands for! 
*Two Dual Screens" 
doesn't make much 
sense, and neither does 
*Two-Dimensional 
Screens." Maybe it's 
"Two Dogs 
Screaming"? Oris it 
“Two David Spades”? 
I’m not sure | could 
handle watching Joe 
Dirt on two screens at 
the same time. 


- JONATHAN 


GAME FORECAST 


A quick look at the biggest games coming in the months ahead. 


NINTENDO’S GOT AT least one major Switch release set to 
debut in every month through the remainder of 2017, and taking 
the position of Game of July is Splatoon 2! July 21 is the day it 
will splash its way onto store shelves alongside three new 
amiibo and a new ink-splattered Pro Controller! We've got one 
last preview for you on Page 42 in this issue, then our full 
review will be ready for you next time. Stay fresh! 


THE SURPRISE SIXTH iteration of the 3DS 

hardware will follow Splatoon 2 to stores, settling 

into position one week later on July 28. The MSRP “пеш: 
for this one will be $149.99, making it a full $50 
cheaper than the $199.99 New Nintendo 3DS XL, Dt En) DS. XL 
and the only thing missing is the 3D functionality. 

Not a bad trade-off for a savings of 25%! 


IN ORDER TO support the launch of the New Nintendo 2DS 
XL, Nintendo's sending a pair of brand-new games to market on 
the same day it debuts. July 28 will be when you can grab the 
first-ever portable adventure for Captain Olimar and his plant 
warrior friends, Hey! Pikmin. We've got a preview of it on Page 
44 for you to get up to speed on its 2D take on the Pikmin 
world. (A 2D game, launching with the 2DS? I get it!) 


HAVE YOU EVER wanted to go on an epic quest 
with your best friend, your little sister and your 
uncle Jeff? How about facing off in a legendary 


battle against a sinister wizard portrayed by your 
high school principal? Anyone can play any role in 
Miitopia, the game where you cast the characters 
with the Miis you make. See more on Page 45! 


РІ ілер subi." THE LONG-AWAITED REVIVAL of classic, 2D, sprite-based 
Sonic action is nearly upon us! Sonic Mania will speed into the 
Nintendo Switch eShop on August 15. The game will be $20 to 
download there, or you could spring for the physical Collector's 
Edition that's priced at $69.99 — though, oddly, the game itself 
is still a download if you go that route. The physical goods are a 
v statue of Sonic and a replica Genesis cartridge with a gold ring. 


AT LAST, THE "BWAAH"s will be with you as 
August nears its end: August 29 is the day this wild 
crossover game from our cover art will be going on 
sale. Our preview begins on Page 35, while flipping 
further on to reach the Retro section will let you 
learn a bit of Rabbids history. Print edition readers 
also get the whole cast on this issue's wall poster! 


August 29 is my birthday! What a nice gift that Nintendo and Ubisoft are 
providing for me this year. | love turn-based tactical designs, and Mario * 
Rabbids Kingdom Battle looks like the most personality-infused entry into 
that genre the gaming industry has ever seen! just hope ЇЇЇ be able to pry 
myself away from Splatoon 2 by the time the Rabbids arrive! - LUCAS 


& DLC! 


Upcoming add-on content. 


SHORTLY AFTER THIS issue gets put in 
the mail, The Legend of Zelda: Breath of 
the Wild will get its first expansion via 
DLC! "The Master Trials" is the name of 
this first pack, and it includes a grab bag 
of different content. First up is the Trial of 
the Sword, a huge, 45-room Shrine chal- 
lenge filled with battles (that also strips 
away all your equipment when you start 
it). Finishing the Trial will earn you an 
upgrade for the Master Sword! Beyond 
that, a new Master Mode lets you replay 
the entire main campaign with increased 
difficulty: Tougher enemies who can 
regenerate their health in battle, foes in 
the sky on floating platforms and more 
will be added. Toss in extra armor options 
like Tingle’s outfit and Majora’s Mask and 
you've got a lot of new stuff to see! The 
Master Trials will go live on June 30, and 


you can gain access to it by buying the 
game's Expansion Pass for $19.99. Doing 
so will also give you DLC Pack 2, "The 
Champions’ Ballad," later this year! 
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TELEVISION HAS BEEN transformed. Just 
a few short years ago, you basically had two 
options for TV service: Watching whatever 
over-the-air networks you could pull in using 
an antenna, or else paying a cable company 
to subscribe and get an expanded array of 
channels coming into your home. Oh, and sat- 
ellite! OK, we'll say three choices. 

But television service has shifted radically 
thanks to the rise of streaming, with Netflix 
being the clear frontrunner for alternate 
ways to access TV shows. I "cut the cord" 
myself a couple of years ago, ditching my old 
cable company due to their drastic price 
increases. And I don't miss it! Netflix and its 
low monthly fee gives me all the TV I need, 
along with plenty of movies to watch. 

OK, so why the rumination on the rise of 
Netflix here? Well, because as the popularity 
of that streaming service has grown these 
past few years, more and more Nintendo fans 
have been making the argument that the 
Netflix model is how Nintendo should present 
its growing back catalog of games. 

Netflix has plenty of brand-new, original 
shows and films these days, but the vast 
majority of offerings available to stream 
through the service are still older movies and 
TV series from yesteryear. You pay the Netflix 
subscription fee and you've got instant access 
to everything! Different choices rotate in 
every month — while some movies and shows 
rotate out — but there's always more than 
enough to choose from. 

Nintendo fans have made the case that 
retro games should be presented the same 
way. Pay a subscription fee and get access to 
a whole library of past games, able to play 
whichever ones they want, whenever they 
want. 

And you know what? Nintendo listened! 

Yes, it's happening. NESflix is becoming a 
reality! (It isn't actually called "NESflix," of 
course, but just go with it.) Nintendo has 
announced the Classic Game Selection, a 
rotating library of 8-bit hits that will be made 
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available to everyone who subscribes to 
Nintendo Switch Online. 

This has been another big surprise from 
Nintendo! Currently, playing online games 
like ARMS and Mario Kart 8 Deluxe on the 
Switch is totally free. But we've known for a 
while that online access will be shifting to 
become a paid service at some point in the 
future. We've also known for a while that, as 
a bonus for paying for online access in the 
future, the company was planning to offer 
limited-time access to NES and SNES games 
with added online multiplayer. Nintendo was 
criticized for not going far enough with "free" 
stuff, though, in comparison to what other 
game companies offer — and they apparently 
listened and scrapped that old plan! The new 
"NESflix" service will be taking its place. 

Here's the official word from the Big N: 

"Nintendo Switch Online subscribers will 
have ongoing access to a library of classic 
games with added online play. Users can play 
as many of the games as they want, as often 
as they like, as long as they have an active 
subscription. Nintendo Switch Online sub- 
scribers will be able to play a wide variety of 
classic games, including Super Mario Bros. 3, 
Balloon Fight and Dr. Mario. More games will 
be announced at a later date. At launch the 
classic game library will include NES games. 
Super NES games continue to be under con- 
sideration, but we have nothing further to 
announce at this time." 

This new approach is a vast departure 
from the Virtual Console, which is how retro 
games have been offered to Nintendo gamers 
for the past 11 years. With the VC, you bought 
old games one at a time and owned them 
outright. (Well, "owned" inasmuch as you can 
own something that's a digital download.) 
We've been waiting for Nintendo to speak up 
about the future of the Virtual Console for a 
while, especially in regards to the Switch — 
but thus far there's been no word on that 
front. No confirmation or denial that it's still 
happening one way or another. 
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So the only thing we know for sure, 
for now, is that the Classic Game 
Selection is a thing that will exist 
starting at some point in 2018. It's 
going to have NES games. They're 


e : going to be modified іп such as a way 
лайда 7- * 7 P as to enable their multiplayer modes 
"oh to function over the Nintendo Switch 

mD mm POR Online connection, which is an extra 

HI 905901 2 ОО ; feature that the Virtual Console has 


never offered! 

That could be a very cool addition. 
The generation of kids that grew up 
playing these 8-bit games are all 
adults now, and if playing the single- 
player modes of old classics hasn't 
been enticing enough to get them to 
walk down memory lane, their 
memories of playing multiplayer with 
their childhood friends just might. In 
our last issue we presented a whole 
ALEX mnm RYAN ИН қ аа 1 feature celebrating the joys of two- 

E player co-op gaming! We reminisced 
on this very topic, and lo and behold, 
Nintendo's been on the same wave- 
length the whole time. The Switch as a 
whole is championing multiplayer 
perhaps more than any past Nintendo 
console, and through this Classic 
Game Selection, even NES titles are 
reinforcing that effort. 

The only potential obstacle here? 
Many of the NES era's masterpieces 
are single player-focused. There are 
plenty of two-player hits, and we've 
pointed out a few of those on the left. 
But will this emphasis on added online 
multiplayer mean solo quests like The 
Legend of Zelda, Castlevania or Mega 
Man get pushed down the priority list? 
If "NESflix" does rotate titles' availabil- 
ity as Netflix does, will that mean the 
likes of Dr. Mario and Balloon Fight 
will get regular featured promotion, 
while StarTropics and Kid Icarus get 
their access revoked for months at a 
time? 

And how will the games handle 
24 d d 44 аа А А А 24 À ! users' connection to Nintendo Switch 
Online? Will you have to be online to 
be able to play them? | would guess 
not, as that would conflict with the go- 
anywhere nature of the Switch and its 
portability. So then does the entire 
NES library get downloaded to your 
Switch when you pay your fee? 

I’m much more excited about this 
shift in strategy than | am trepida- 
tious, of course, but it's just such a 
huge change of direction for Nintendo 
that | can't help but have questions! 
It's probably going to be a while 
before we get answers, too. Oh well! 
I've learned to be patient when it 
comes to the intersection of Switch 
and old-school games. At least we've 
got vintage Neo Geo titles to play 
through the end of 2017! — LUCAS 
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THE MYSTERY OF MUSASHI 


ls Sushi Striker an eShop exclusive or a retail game? 


NEVER TUNE OUT after Tuesday. 

While the Tuesday morning of the 
week of E3 is traditionally when 
Nintendo makes big announcements — 
through a Direct video or a Spotlight 
or, in past years, a live stage show — 
the company's been spreading out its 
reveals throughout the entire run of 
the Expo more and more often 
recently. Code Name: 5.Т.Е.А.М. was 
revealed to the press a few years ago 
on the Wednesday of the 2015 show. 
Nothing was said about The Legend of 
Zelda: Skyward Sword until Mr. 
Miyamoto held a special roundtable 
session with a few journalists after 
their 2009 event had ended. Even 
Super Smash Bros. Brawl was held 
back in 2006! It got its own spotlight 
one day after all that year's other 
announcements got their time to 
shine. 

And so it was again this year, when 
Nintendo gave the Treehouse team the 
honor of unveiling the next all-new IP 
for the 3DS: Sushi Striker: The Way of 
Sushido. It was a good call — this kind 
of smaller game would have been 
totally overshadowed by the megaton 
Switch announcements in Tuesday's 
Spotlight video. On Wednesday? All 
eyes were on it. 

Sushi Striker is a new fast-action 
puzzler coming to us courtesy of the 
developers at indieszero — the same 


studio responsible for breathing new 
life into Nintendo's 8-bit classics to 
create the NES Remix games, and also 
the team that's in charge of crafting 
the Theatrhythm series for Square 
Enix. In Sushi Striker, their quirky per- 
sonalities are on full display once 
again, as here they've brought to life a 
world where eating sushi has become 
a competitive battle sport. 

You take command of a character 
named Musashi — who can be either a 
boy or a girl — and set off on a quest 
to prove that you are the one true 
champion: the Sushi Striker! Gameplay 
focuses on one-on-one battles against 
other competitive eaters. You appear 
on the touchscreen with four conveyor 
belts of sushi above you. Colored 
plates containing different dishes con- 
stantly scroll past going left to right or 
right to left, and it's up to you to tap a 
series of plates of the same color in 
rapid succession, linking together as 
many as you can in under seven 
seconds. When you finish linking a set 
of plates, Musashi will quickly scarf 
down all the sushi on top of them and 
then stack the empty dishes on top of 
each other. Then, those empty plates 
can be flicked with your stylus up, 
causing Musashi to fling them across 
the screen to collide with your 
opponent and do damage to them. 
Drain their HP and you win! 
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So Sushi Striker's pretty simple to 
understand — but there's a mystery 
here all the same. Nintendo didn't say 
whether it's an eShop exclusive or not! 
My first instinct was to think it was, 
which is why I placed its preview here 


CS 


in the Download section. But the Big N 
hasn't confirmed it one way or the 
other. Could it be they haven't decided 
yet? The 3DS life cycle is extending far 
beyond what anyone could have pre- 
dicted back in 2011, and Nintendo may 
need to keep retail shelves stocked — 
perhaps by promoting games that oth- 
erwise would have been digital-only? I 
can't wait to find out! — LUCAS 
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Craft at Home and 


ГУЕ BEEN PLAYING Minecraft 
since its alpha many moons ago, and 
I’ve seen many versions come and 
go. Some are relegated to a legacy 
platform, others are just plain aban- 
doned and most of them don't hold a 
candle to the years of blood, sweat 
and tears that a dedicated commu- 
nity has poured into the Java 
version. But over time Mojang and 4J 
have tightened their grip in terms of 
quality control, resulting in quality 
ports like the Xbox One edition, and 
now, the Switch's. 

While many people still don't 
quite know what Minecraft is, that 
topic is becoming harder and harder 
to broach the more the development 
duo adds to it. While it was originally 


billed as a creation sandbox tool with 
a voxel twist, it's since become so 
much more than that, with an RPG- 
style "main questline" and curated, 
official adventures (like the Mario 
Mash-Up Pack, baked into this Switch 
edition). 

Really, Minecraft is a creative 
outlet for just about anyone who 
enjoys the journey along the rainbow 
more than the shiny pot of gold at 
the end. You'll spend countless hours 
mining for resources and hunting for 
food, all so that you can complete 
some sort of menial task until you 
work your way up to the good stuff 
like gadgets, intricate minecart 
networks, libraries to provide 
magical buffs and livestock and 
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On the Go 


crops to create sustainable 
resources. 

But you don't have to do any of 
that if you don't want to. Minecraft 
can be as hardcore as you want with 
Survival Mode jacked up to the max, 
where enemies will swarm you and 
cause you to drop your stuff; or as 
relaxed as you want with a literal 
God Mode creation tool. That's really 
the beauty of it — especially when 
any of these interests align with a 
friend and you have the opportunity 
to play with them locally or online. 

While the visuals become more 
dated with each passing year, I'm 
more comfortable with the engine's 
ability to generate massive worlds 
on a whim, where you can explore 


P 


MOJANG 
MOJANG & 
4JSTUDIOS 


for hours on end and still have no 
idea where you'll end up. Dated 
controls like the odd "double tap" 
sprinting mechanic require a little 
more effort to acclimate to. There 
are also a few technical limitations 
that flare up in the current build. 

While it's not a problem for me 
personally, Minecraft only runs at 
720p when in Handheld Mode or 
docked in TV Mode. The former is 
expected, but the latter not so much, 
especially when you remember that 
Nintendo's presented the Switch as a 
combination portable and console. 
Now this isn't specifically Nintendo's 
fault, as Microsoft has explained that 
they've had "issues" when shifting 
resolutions, so we can chalk that up 
to early platform development woes. 
So while they're working on it at the 
moment, it is something to consider. 

Another thing to consider is the 
odd save system. Even if you're just 
saving one instance of one world, the 
entire file takes up 2GB, which is a 
bit absurd since it can't be moved 
from the internal storage. While the 
worlds are big, they're 4096 smaller 
than the PS4 or Xbox One maximum 
allotment. Under the hood there's a 
whole lot of optimization issues hap- 
pening here that | hope are eventu- 
ally smoothed out. 

But that roughness isn't so 
obvious when you've spent hours 
marathoning a new world or building 
on top of an old one. It's still 
Minecraft, and after all these years 
it's held up, especially when you can 
pop your Switch out of the dock and 
bring it wherever you want. So 
download with confidence! (Or wait 
for the physical release, happening a 
little later this year.) - CHRIS 
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А Fond Farewell to our Four-Sided Friend 


WE'D HOPED TO feature this 
review in our last issue, but then 
March 23 - the game's announced 
release date — came and went with 
no BYE-BYE to buy. Instead, Nintendo 
delayed the game's release at the 
last minute, holding it until April 12, 
when it could be "surprise" launched 
alongside that day's Direct video. Do 
such "It's available now!" moments 
actually help sales, or would the 
game have been better served to 
show up when it was originally 
supposed to? | don't know the 
answer to that, but 1 do know that no 
one needs to miss BYE-BYE BOXBOY!. 
Completing the trilogy that began 
with BOXBOY! in 2015 and continued 
wth BOXBOXBOY! in 2016, the new 
BYE-BYE BOXBOY! serves, suppos- 
edly, as the finale for this franchise. 
Qbby, HAL’s incredibly visually simple 
box-shaped protagonist, has this one 


NINTENDO 
HAL LABORATORY 


1 8 ISSUE #28: THE ELEMENT OF SURPRISE! 


last set of puzzle challenges to solve, 
using his unique ability to make sets 
of boxes of his same size and shape 
materialize out of thin air. You use 
boxes to build bridges over pits and 
spike traps. You use boxes to make 
staircases and reach higher plat- 
forms. You use boxes to protect Qbby 
from getting zapped by lasers — or, 
new to this sequel, to protect the 
tiny "Obabies" in escort missions. 

They introduce a new dynamic 
when they're in the scene: having to 
guide an A.I.-controlled ally through 
each gauntlet in addition to still 
getting Qbby safely through to each 
goal door. More interesting than 
keeping the babies safe, though, are 
the unique powers they grant to 
Qbby when they've been rescued. 
Each of the four Qbabies gives our 
hero a new type of box to create. 

First up are Boxrockets, which jet 
toward the ceiling shortly after being 
released — Qbby can hop on top to 
ride them up, or even keep a string 
of them attached to his body to 


make flying leaps. Next, there are 
Bomboxes that can blow holes in the 
normally untouchable walls and 
floors — there's a variety of different 
solutions to puzzles featuring them, 
as you can carve your own path with 
a lot of freedom. Then Warpboxes let 
Qbby teleport past traps, and 
Remoteboxes let him guide a string 
of cubes through the air, snaking 
them around into several different 
configurations and positions. 

Each of these new additions 
makes BYE-BYE BOXBOY! feel fresh 
and different from its predecessors. 
The problem, though, is that they're 
all great gameplay ideas that are dis- 
carded nearly as soon as they're 
introduced. Only a small handful of 
levels feature the rockets or the 
bombs. Even the Qbabies only star in 
a fraction of the game's overall level 
count! The bulk of the game is there- 
fore left to just Qbby alone, once 
more using single strings of boxes to 
maneuver his way through brain- 
teasing situations. 


| wish that the new ideas got a bit 
more time to shine, but more than 
that | hope that this doesn't actually 
end up being the final BOXBOY! 
game. This trio of titles have been 
the perfect portable puzzlers, and it 
would be a shame if Qbby's entire 
story began and ended entirely on 
the 3DS! If anything, this is a core 
gameplay design that would be per- 
fectly suited for a level editor. Give 
us "BOXBOY! Maker," HAL! 

| won't get my hopes up, though. 
If this is indeed Qbby's final quest, 
then it's been a fine finale. (But if 
there is another sequel in the future, 
ІЛІ be happily surprised!) - LUCAS 


Close Your Wallet! 


WHEN KIRBY: TRIPLE DELUXE arrived on the 3DS in 2014, it 
included a pair of smaller game designs complementing its core 
campaign. A few months later, those extra modes were embel- 
lished to become standalone products in the eShop: Kirby 
Fighters Deluxe and Dedede's Drum Dash Deluxe. Planet Robobot, 
last year's Kirby adventure, appeared to be following the same 
formula — except that its first spin-off, Team Kirby Clash Deluxe, 
has arrived in a disagreeable "free-to-start" format. 

What a difference a couple of years makes! Here on the other 
side of Nintendo's expansion into mobile gaming, they've fully 
adopted all the ills of that market's worst kind of monetization. 
This is certainly not the first 3DS game to be presented in this 
way, nor my first time complaining about it, but I find myself 
freshly frustrated by the practice when it's in a Kirby product. 
Kirby is simple. Straightforward. Easy-going adventuring with a 
happy pink hero. Here, though, it's tons of collectibles and timers 
and items you have to spend real-world money to buy — it's an 
absolute mess. You think you're going to be able to play for free, 
but then you run up against a paywall in mere minutes. 

To make matters worse, Team Kirby Clash is almost entirely 
geared toward local multiplayer, so to really get into it, you need 
one, two or three friends also sinking dollars into its built-in shop 
to upgrade and advance their characters and open up more levels 
to play. If you do all that, then, it's just a boss rush where you only 
have access to four different kinds of Kirby powers. There's RPG- 
ish character growth in these limited roles (Sword Hero, Hammer 
Lord, Doctor Healmore and Beam Mage), so there's at least some 
sense of progress after your purchases. 

In the context of being a free extra attached 
to Planet Robobot, | thought Team Kirby Clash 
was great. Like this? Not so much. — LUCAS 


NINTENDO 
HAL LABORATORY 


(G9 DoctorHealmore 


The scholar with the 
! Weak in 
attack, but 
lets teammates fight on! 


| (Level 30) 50 


180145 


[' ЕХР 
Д (EN K tS 955 


WHEN IT COMES to sports games, | like 
them arcadey and fast-paced — that’s why | 
was quite interested in what NBA 
Playgrounds could bring to the table. The 
prospect and possibilities of the Nintendo 
Switch, mixed with attraction of the NBA 
label, did get me excited. But, sadly, the 
dream scenario in my head was far better 
than the actual thing. As it turns out, NBA 
Playgrounds misses the mark in way too 
many areas. 

To begin with, | don’t think the 
gameplay is all that fun. This aspect can be 
felt when passing the ball around and 
going for that perfect shot. NBA 
Playgrounds requires you to time your 
shots with care. When playing the tutorial, 
the game gives you very few details to go 
on. You're left to your own devices and 
must figure it out as you go along. | got so 
frustrated nailing down that timing, and 
my friends, who play video games less 
often than I do, were even more confused. 

On top of that, there are crucial 
gameplay elements that feel unbalanced. 
Most of the games | played relied on 
stealing and scoring three point shots. 
They were consistently better moves to use 
— attempting two-point jumpers or dunks 
felt like a waste of time. Spamming 3s was 
needed to perform remotely well against 
the А.І. opponents, who seemed to do 
everything in the game flawlessly. But 
launching just long shots made the experi- 
ence a rather repetitive one, and it was 
something that | didn't feel good about. 

And then there's the game's weirdest 
design decision: bonus points. For some- 
thing carrying the NBA name, the game 
Seems keen on dismissing actual NBA 
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scoring, instead awarding 

you random extra points for arbitrary 
actions. You get an extra point for using a 
power-up. You get an extra point for timing 
a shot perfectly. You get an extra point for 
scoring the first point! Normally, | have no 
problem with oddball antics that raise a 
game's chaos factor. But this isn't even bas- 
ketball any more — each game comes down 
to the luck of getting those bonus points. 

For all the disappointments here, | do 
appreciate the effort put into the single- 
player campaign. You duke it out on 
various playgrounds around the world, 
compete in snappy matches and succeed at 
neat challenges. As you play and level up, 
you'll earn yourself card packs that net you 
a variety of NBA players — pulled from the 
current league roster as well as the history 
of the sport. You end up with a huge selec- 
tion of pros to pick from, which is cool. 

But all in all, | was underwhelmed by 
NBA Playgrounds. It takes a while before 
you get past its learning curve — which is 
ridiculous, since it should be a simple pick- 
up-and-play design. And even after you've 
taught yourself its quirks, there's no guar- 
antee that you'll be any good! And then, if 
you are able to reach that farflung destina- 
tion of actual, earned talent at playing 
Playgrounds, the game's over-reliance on 
bonuses and fixation on steals and three- 
pointers will make sure that you leave 
every play session unimpressed. 

This is a game that shows some promise 
in its single-player, but it doesn't know how 
to capitalize in the multiplayer. (Even 
worse is that the online multiplayer, 
promised in an update, still isn't present in 
the Nintendo Switch version.) If you were 
hoping for the second coming of NBA Jam, 
or at least something you and your friends 
can enjoy, you won't it find here. — DAAN 
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Before & After 


THIS IS WHAT | hoped would 
happen! Just not when I hoped it 
would. 

Back in 2013, WayForward made a 
bit of magic with the release of 
DuckTales: Remastered. Somehow, 
some way, they pulled together the 
rights and leapt through the legal 
loopholes to be able to take a 1989 
NES game, developed by Capcom, 
with a Disney license, and got per- 
mission to remake it in glorious 
hand-drawn high definition. The 
results were remarkable, and | 
remarked at the time that | hoped it 
was only the beginning of an entire 
line of more Remastered releases. 

It wasn't. It was a one-and-done. 

But even though WayForward was 
unable to continue their work of 
sprucing up gaming's 8-bit era with a 
modern coat of paint, another team 
was inspired to take up the torch. A 
two-man crew calling themselves 
Lizardcube followed the same 
formula, seeking permission to mod- 
ernize one of their own childhood 
favorites: Wonder Boy III: The 
Dragon’s Trap, first released on 
Sega’s Master System 28 years ago. 
Now, once more, magic’s been made. 


DOTEMU 
LIZARDCUBE 
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Wonder Boy: The Dragon's Trap 
(with the numeral dropped from the 
name this time) casts you in the role 
of a human hero who's been cursed 
into the body of an animal. Multiple 
animals, actually! At first you're 
transformed into a fire-breathing 
Lizard-Man. Then, after progressing 
a while through the adventure, you 
get cursed again and become a tiny 


little Mouse-Man. Piranha, Lion and 
Hawk forms all follow after that, 
each one with different abilities: the 
Piranha can swim freely in water, the 
Hawk can fly, the Mouse can climb 
up walls and cling to ceilings. It's fun 
to play around with all their different 
powers. 

And especially so in this edition, 
because everything just looks so 
gorgeous! This may be the most 
beautiful hand-drawn 2D game I've 
ever played, and I'd frequently stop 
while playing just to marvel at the 
mastery of how each scene was 
reworked. None of the level design 


has been altered from the original 
1989 release — every block is in the 
same spot, every enemy unmoved. 
But everything just looks so, so much 
more lively and vibrant now. You can 
even flip back and forth to the old 
pixel art at any time, too, to appreci- 
ate the contrast! 

The only problem with the game? 
Well, none of the level design has 
been altered. The fresh coat of paint 
tricks your eyes for a while, but soon 
enough there will be no doubt that 
you're still playing a 1989 design. 
This game is obtuse. Weird hidden 
doors, nonsensical transitions from 
scene to scene and odd warps con- 
necting them all. It's kind of a 
Metroidvania, but made years before 
that genre had any games that 
exhibited any polish. It's rough. 

And tough! The difficulty has not 
been toned down at all, so you can 
expect to fail again and again, just as 
we older gamers did back when we 
played the original version, decades 
ago. | wish the devs had done some 
rebalancing — as a toggleable option, 
to placate purists. But even without 
it, this remake's still magical. | hope 
it's not a one-and-done! — LUCAS 


BAMF! un. suiFrY 


THERE'S BEEN A mix-up! As it turns out, the movie Nightcrawler 
doesn't actually star Nightcrawler! Instead it's about a very shifty 
man with absolutely no superpowers. The film must have acciden- 
tally had its name swapped with Mr. Shifty, a game about a guy 
who is almost exactly like Nightcrawler from the X-Men. He even 
poofs into a wisp of black smoke when he teleports! More impor- 
tantly, his teleportation powers can be used more rapidly and 
accurately than anything done in an X-Men game before, making 
Mr. Shifty the closest you can get to fighting as everyone's 
favorite blue bamfing mutant. 

Despite his superhuman abilities, Mr. Shifty looks like a fairly 
ordinary guy, if not a little suspicious. He and his wisecracking 
online assistant Nyx aren't exactly heroes. Their mission, code- 
named "Operation Certain Death," is to steal some super danger- 
ous Mega Plutonium from a criminal kingpin. They are thieves 
first, good guys second. 

The game is a top-down stealth brawler with a camera angle 
that's key to making the teleportation mechanic work. A small, 
partially transparent on-screen dot shows where you'll teleport 
to, so you always know exactly where you'll pop up next. You can 
teleport up to five times in a row, making for plenty of combo 
potential. Also, if you dematerialize just before taking a hit, you 
can temporarily freeze time, allowing you to escape death while 
battering your cemented adversaries undeterred. 

Most enemies are gun-toting thugs who can kill you in one hit, 
with the occasional laser trap or timed explosive thrown in for 
added anxiety. The bad news is, despite some clever level design 
and increasingly tough foes, there isn't much sense of variety or 
progression. If there had been some boss fights against other 
superpowered individuals and larger, more varied environments, 
Mr. Shifty could have been a new classic. As it stands, it's a fun 
little action game with plenty of sequel potential. — JONATHAN 
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The Stylish Shoot- Em-Up 


GRACEFUL EXPLOSION MACHINE 


GRACEFUL 
EXPLOSION MACHINE, from Nindie 
developer Vertex Pop, might be best 
summed up by its very abbreviation. 
Simply, this is a "GEM" of a Switch title, one 
that plays to the young system's strengths 
and delivers finely tuned high score- 
chasing shoot-'em-up fun. This game is 
vibrant and beautiful. It's frantic and deep. 
But let's back up a little bit. Graceful 
Explosion Machine is, at heart, a rather 
straightforward shooter. You control a 
small ship that, to start, can only fire 
simple forward bullets as you scroll 
through a looping horizontal area. The goal 
is to destroy all enemies that appear, all 
the while avoiding getting hit or damaged 
and keeping up your multiplier. Getting hit 
three times causes you to fail the level, but 
fortunately each stage is broken up into 
three segments and you can restart at the 
beginning of a segment as long as you've 
made it there before. It's a challenge at the 
start to make it through some of the 
stages, especially as more complicated 
weaponry and enemies enter the fray. 
Through the well-executed tutorial that 
takes over the first few stages, more 
weapons are unlocked, including a circular 
sword attack that wipes out enemies and 
bullets nearby, a long-distance and concen- 
trated sniper shot and a blast of homing 
missiles. Each of those three weapons 
require a special meter that can only be 
filled up by pick-ups from fallen enemies. 
Complicating that give-and-take is the 
fact that the regular gun can overheat. 
More abilities grant more options as well, 
with a dash attack letting you zoom past 
some enemies to safety. The Switch's HD 
Rumble helps make all of these weapons 
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feel distinct as well. It’s a small addition 
that makes the entire experience more 
engaging. 

It might take a while to all coalesce, but 
once it does, Graceful Explosion Machine is 
a pulse-pounding delight. The 30 stages 
split across three different planets offer a 
good deal of difficulty the first time 
through, but the meat of GEM is in replay- 
ing stages for high scores. Flawless runs 
will net you higher letter grade rankings, 
going all the way past the fabled S rank. 

Easy-to-access leaderboards also let you 
match up against your friends and the 
world. At launch, some issues limited the 
leaderboard interaction, but now, thanks to 
a recent update, players can upload their 
scores later if they're playing offline (and 
they can actually see their friends' scores). 
It'd be nice if the leaderboards were a little 
more in-your-face during rounds — so you 
could see what scores to shoot for in the 
middle of the action — but it works well as 
it is now. 

In addition to the 30 stages, a few more 
challenges add a little more diversity to the 
shooting. Special stages task you with 
working your way through the entirety of a 
planet in one go. It's nothing too different 
and unique, but it's another way to play 
through the included content. 

For what Graceful Explosion Machine 
aspires to be — that is, a stylish high score- 
focused shoot-'em-up — it excels in spades. 
The style only goes so far though, and if 
you're not ready to compete against 
faceless leaderboards, yourself or your 
friends, the shimmering 
flair of this GEM will 
wear off quickly. It's a 
wild, exciting ride to 
that end, though! 

— NEAL 
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EVERY PART OF TumbleSeed is executed 
extremely well, except for one thing: The 
game doesn't do a good job of telling 
players what they're getting into! It 
presents itself as a cute, quirky 2D adven- 
ture game with a straightforward goal and 
a definitive endpoint. As such, it would be 
fair for most to expect to see the game's 
ending someday — but they probably won't. 
In fact, the developers even told some 
reviewers that they should feel free to 
write about it before they beat the whole 
thing, because that day may never come! 

The reason most people won't ever see 
the end of TumbleSeed is simple: It's hard. 
It's not the most complex, challenging or 
intimidating game, and it's not unfair or 
broken either. It's just very hard, in the 
truest sense of the word. No matter how 
you chip away at it, or how much effort you 
put into improving your skills, you often 
end up feeling like the game won't budge, 
leaving all your efforts in vain. 

The only way to get past that feeling of 
futility is to let it go, because if you really 
want to get good at TumbleSeed, you're 
going to have to relax. That's easier said 
than done, though! The game employs an 
indirect control method, meaning you don't 
actually play as an on-screen character. 
Instead, you control a horizontal bar that 
runs across the screen. Your two analog 
sticks control each side of the bar, allowing 
you to tilt and raise it to move your pro- 
tagonist around. It's very simple, but 
always tense. 

The goal is to take your little one-eyed 
seed friend to the top of a mountain to 
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save their people from certain doom. 
Levels are procedurally generated, with 
power-ups, potential checkpoints and envi- 
ronmental hazards spread out randomly 
every time you play. There are over 30 dif- 
ferent power-ups in all, though after the 
game's intro level, you'll always start with 
at least four base skills: the ability to plant 
checkpoints, create an attack shield, 
replenish hearts and generate more 
crystals. The crystals work as both ammu- 
nition for your powers and as currency for 
purchasing new forms at in-game shops. 

Keeping all that in mind during your 
climb is difficult, as the pressure starts to 
mount at an uncomfortable pace. The 
further you go, the more aggressively 
enemies come after you, and the more 
littered the ground becomes with treacher- 
ous holes. In the heat of the moment, it's 
easy to make a rash move and tilt yourself 
away from danger, only to rush right into a 
death trap. Worse still, more than half your 
attack power-ups can kill you! This is why a 
calm, strategic and patient approach to 
play are all necessary to survive in 
TumbleSeed. Masters of the game all say 
that less is more, safety comes first and 
slow but steady wins the race. 

Still, even the pros needed to endure 
hundreds of frustrating deaths to get to 
where they are today. Malcolm Gladwell, 
author of The Tipping Point, once said that 
anyone can become an expert at anything 
if they're willing to put in over 10,000 
hours of practice. This is definitely true of 
TumbleSeed, a game that, ironically 
enough, is all about tipping and points. So 
if you can, approach this one like an 
endless puzzle game in the vein of Dr. 
Mario, and not like a destination-focused 
adventure like Super Mario. 

Play with no goal but 
enjoying the moment – 
and prepare to die, 
again and again and 
again. - JONATHAN 
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Maidens Voyage 


THIS IS THE third game on Nintendo consoles in Skipmore's 
Fairune universe, but that's not the reason it's already become a 
bestseller — cost is the main thing that makes Kamiko stand out. 
At $4.99, it's currently tied with Othello for being the least expen- 
sive game in the Switch eShop, helping it to become one of the 
console's surprise launch window hits. 

Kamiko means "little goddess" in Japanese, and it's a term 
used to describe the game's three young heroes. Each represents 
a deity from the Fairune mythology: One is an expert at melee 
combat, the second excels at projectile attacks and the third uses 
a mix of both, armed with a sword and a shield/boomerang. 

The game throws you into the action right away, filling the 
screen with enemies from the very start. You're rewarded with a 
form of spiritual currency for every one of them you destroy. 
Combos multiply the amount you earn, while special attacks drain 
your stockpile. You need this currency to purify spiritual 
doorways - four in each level — before taking on the stage's boss. 
Along the way, you'll have to solve simple puzzles, like finding a 
block hidden behind a tree, or hitting a switch before making a 
precision run across a small part of the stage. 

Everything in Kamiko is designed to be effortless, aiming for 
players to put in minimal work for the fun they take in return. It's 
also perfect for speedrunning, which is likely why the developers 
included an in-game counter to record your times. 

Sadly, the game's size is a match for its protagonists' diminu- 
tive stature. Beating it for the first time only took about an hour, 
and my subsequent playthroughs with the other two heroes only 
took about 40 minutes each. There's also no special reward for 
winning with all three protagonists. 

Still, everything here is well crafted and enjoyable, so if you're 
looking for a traditional top-down action/puzzler to play in short 
bursts, Kamiko won't disappoint. - JONATHAN 
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SOMEHOW, | MISSED it. 

When it came to WiiWare in 2010, 
| didn't download it. When it came to 
DSiWare later that same year, | again 
let it pass me by. When it came to 
the 3DS in two different forms — a 
3D remake on cartridge, and a more 
traditional 2D port made for the 


eShop — I guess | had some good jus- 


tification for holding out a third and 
then a fourth time in a row. 

But now, at long last, I’ve finally 
played Cave Story. 

Perhaps it's the magic of the new 
Nintendo Switch — its seemingly 
magnetic quality that makes me 
want all software new and old to be 
playable on it — but I’ve at last taken 
the journey through the caves and 
corridors first given as a gift to the 
gaming fandom 13 years ago. | do 
recall playing around just a bit with 
Daisuke "Pixel" Amaya’s original 
release of this indie masterpiece at 
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some point, over a decade ago when 
it was a freeware PC download — but 
| only toyed around in its first few 
areas then. (I was probably busy fin- 
ishing my playthrough of The Minish 
Cap, or some other Nintendo product 
of that era. | didn’t make time for PC 
gaming back then.) I'd admonish 
myself for missing out on such a 
classic for so long, but then having 
this Switch version be the first place 
I’ve played through the whole quest 
hasn't been a bad thing! 

For those of you who've played 
and loved past versions, this edition 
is excellent. Repurchase it instantly 
and enjoy a fresh playthrough on 
your new Switch. For the rest of you 
in the same boat as I was, having 
never played this mythical forefather 
of the indie gaming scene yourself, I 
offer the following standard break- 
down of its design and merits. 

Cave Story is a frantic, action- 
packed romp through the caverns 
and catacombs that criss-cross 
through the subterranean depths of 
a mysterious island in the sky. Its 
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design contains plenty of the DNA 
that would be described as "Metroid- 
vanian" in inspiration these days, but 
| wouldn't fully categorize it like that. 
It has commonalities to past Metroid 
and Castlevania games, but it goes 
far beyond paying homage to those 
series and firmly establishes its own 
identity almost immediately. 

Gunplay is the focus of its action, 
and | can't believe I’ve never played 
anything quite like this, since I 
waited so long to play this original. 
Your amnesiac hero at first wields 
only a simple laser blaster, but it's 
enough to introduce the unique way 
guns work here: Blasting enemies 
causes yellow triangles to explode 
from their defeated bodies; collect- 
ing those pick-ups then powers up 
your pea shooter pistol with more 
impactful ordnance. Your gun levels 
up once with enough XP triangles 
collected, and then again to hit a 
maximum of Level 3, with each level- 
up swapping the sprites of its shots 
for bigger, more damage-inflicting 
bullets. It's exhilirating and satisfying 
... but frustrating, too, because your 
weapons also lose XP when you take 
damage, forcing you to have to go 
back and power them up again. It's a 
mechanic that teaches you to play 
smartly, dodging and weaving to 
avoid damage and downgrades. 

You gather a variety of other 
weapons as you go along, blasting 
through increasingly difficult groups 
of foes and some truly frightening 
boss battles. Seriously, these bosses 
are intense — | had to reload a save 
and make multiple attempts on most 
of them before I succeeded each 
time. | was always eager for each 


rematch, though, knowing I could 
learn the pattern and find victory! 

The story keeps you interested 
with its cute characters, and it's fun 
to have finally met Balrog and Curly 
Brace for myself. While the game 
isn't all that long for a single run, 
there are multiple endings and dif- 
ferent weapons to collect — you can't 
see everything there is to see in just 
one playthrough. 

Nevermind playing it more than 
once right now, though. Just resolve 
yourself to play it at all! Don't skip it 
for years, like І did. Cave Story, | now 
know, is considered a classic for 
good reason! — LUCAS 
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Let's Get Frantic! 


DRANCIA SAGA IS yet another low-price eShop 

title from the creators of Fairune and Kamiko (reviewed on Page 
22), except this one is a 3DS exclusive — at least for now. 
Publisher Circle Entertainment has hinted that a Switch port may 
be in the cards someday, but as of this moment, owners of 
Nintendo’s now six-year-old portable can feel good about having 
at least one new game that’s just for them. 

That console exclusivity actually plays a major role in Drancia 
Saga's overall appeal. The game works as a huge Circle 
Entertainment crossover, featuring characters from the previously 
mentioned Fairune series, Witch & Hero, Gunman Clive, Brunch 
Panic, Legend of the Dark Witch, 2 Fast 4 Gnomz and more, but 
only if you have each of those specific games downloaded on your 
handheld. If you don't have any of them, don't worry — the game's 
potential roster is already pretty huge. Every non-boss enemy 
(over 30 in all) is a playable unlockable, and the starting roster of 
original characters (Fighter, Paladin, Dwarf, Witch апа... Bear?) 
are plenty of fun on their own. 

Even so, with a game this simple, which character you choose 
doesn't matter all that much. Drancia Saga is a single-screen 
action game where you can kill tens or even hundreds of enemies 
in long combos, and it never gets complicated. There are magic 
attacks, a down-thrust special and a limited RPG-style level-up 
system, but for the most part, all you do is dash back and forth, 
killing enemies nonstop. That's also true for each end-stage boss, 
and the cool "Second Quest" mode where the invincible ghost of 
an old man tries to kill you. 

Drancia Saga is a little too barebones to get too excited about, 
but if you're a huge fan of Circle's other games and have any of 
them downloaded on your 3DS too, go ahead and add an extra .5 
to the score. — JONATHAN 
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Point Blank Blasting 


ANNOUNCED AHEAD OF this year’s 
BitSummit gaming festival in Kyoto (read 
more about that on Page 80), Mighty 
Gunvolt Burst is the sequel to Mighty 
Gunvolt, the short NES throwback initially 
offered for free to anyone who purchased 
2014's Azure Striker Gunvolt. But while the 
original was little more than an appetizer 
to a meaty main course, Burst is a robust 
campaign with more detailed pixel art and 
a smorgasbord of customization options. 

As before, Burst is a crossover adven- 
ture co-starring Beck from Mighty No. 9 
and, of course, Gunvolt (Ekoro from 
Gal*Gun will be added at a later date). But 
whereas Mighty Gunvolt balanced content 
from each hero’s respective game, Burst is 
heavily stacked in Beck’s favor — the eight 
Mighty Numbers and their domains are the 
chief focus, supported by a mere handful 
of Azure Striker cannon fodder. 

All the stages are overhauled from their 
MNO incarnations, and even the bosses 
sport completely new tactics. You're 
getting familiar Mega Man-esque action 
just as before, only now the levels are 
designed intelligently and lack cheap death 
traps — the sole hiccup | encountered 
during my playthrough was a series of 
blind jumps down a spike-studded vertical 
shaft in Water Works Bureau. 

Beck and Gunvolt are limited to basic 
running, jumping and shooting at the 
outset, though Gunvolt also has access to 
his Astrasphere electric orb technique. As 
you progress, you discover many new 
ability-granting modules hidden in boxes or 
behind false walls that you must bust 
through Castlevania-style. (One early 
module bestows Dowsing, which causes the 
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Joy-Cons to rumble when a 
secret room is nearby.) 

The "Burst" in the title refers to the new 
combo system. A counter will increase 
every time you defeat an enemy at close 
range and will reset if you take a foe out 
from a distance — a basic yet effective 
means of rewarding riskier play. The fruits 
and other foodstuffs that factored into the 
previous game's combo system return, only 
here they're health restoration items 
consumed from the pause menu. 

Taking a page out of the Shovel Knight 
playbook, Burst offers a generous number 
of checkpoints and tosses out any sort of 
lives system. This allows the game to retain 
a high level of difficulty without forcing you 
to replay entire levels, resulting in a rela- 
tively frustration-free experience. Even 
food you've eaten since the last checkpoint 
will return to your inventory upon 
respawning! The only penalty for dying is a 
few points off your level score, which 
shouldn't bother those who care little for 
their end-of-mission grades. 

The most incredible feature of all is the 
exhaustive customization system, which I 
affectionately call "Make Your Own Mega 
Man Weapon." By spending Cost Points, 
you can change the elemental affinity of 
your blaster, toggle whether or not shots 
pierce walls and enemies, turn your single 
shot into a spread shot, change the angle 
of that spread shot, make your shots 
surround you like a shield and more. The 
level of fine tuning is beyond insane! 

It's hard not to see all this as an apology 
for Mighty No. 9, but whatever your 
opinion on that particular trainwreck, 
Mighty Gunvolt Burst eats its lunch and 
asks for seconds. This, at last, is a game 
worthy of the "Mighty" moniker. - TONY 
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Neo Overload! 


NOT EVEN FOUR months into the life of the 
Nintendo Switch and, as far as | can tell, there are 
5,000 Neo Geo games available for the system. OK, 
maybe there aren't that many, but the ratio of Neo 
Geo games to other games seriously is like 1-to-2. So 
many retro Neo Geo games are on the system that it's 
hard to sift through, so we'll try to help you. 

First, let's start with a pair of games that might be 
some of the most well-known from the system: Metal 
Slug and Metal Slug 3. The first is an absolute arcade 
classic that is a gorgeously animated shooter in a 
similar vein as Contra. If you're after some zany 
action, both of these are great choices (and offer fun 
co-op to boot). 

In the same vein as Metal Slug is Shock Troopers 
and Shock Troopers: 2nd Squad, which are both fan- 
tastically presented run-and-gun shooters. Shock 
Troopers doesn't quite live up to the majesty of Metal 
Slug, but if you're looking for more action mayhem, 
they are both fun games. If you have to pick just one, 
go with the first Shock Troopers. 

My personal favorite Neo Geo game on Switch (so 
far) is Neo Turf Masters, an arcade golf game. The pre- 
sentation is more down-to-earth than most of the 
Mario sports games, but what makes Turf Masters so 
novel is that its simple swing mechanics allow for 
some absolutely insane course designs. It's especially 
awesome for some multiplayer shenanigans! 

Of course, any survey of Neo Geo would be hollow 
without mentioning the dozens of 2D fighting games. 
They are almost too numerous to sort through, but I'll 
try my best at sifting through what's out there now 
and picking out the good ones. First off, Garou: Mark 
of the Wolves might be the best fighting game from 
the entire system. Originally released in 1999, it's still 
the most recent release in the Fatal Fury series. If 
you're looking for one fighting game to get on Switch, 
it might be the best pick. 

Outside of Garou, the two best-known Neo Geo 
fighters are likely Samurai Shodown and The King of 
Fighters. So far, Samurai Shodown is only represented 
by Samurai Shodown IV, which isn't necessarily 
regarded as the best in the series. If you're hankering 
for some SamSho, maybe hold out for the second one 
to come out. As for The King of Fighters, 94, 98 and 
'99 are all on Switch right now, and '99 would 
probably be the one to get. 

While most Neo Geo fighters were developed by 
SNK, a few were made by Sunsoft. The two currently 
out from Sunsoft are Galaxy Fight: Universal Warriors 
and Waku Waku 7. Both are novel, but Waku Waku 7's 
inclusion on Switch is noteworthy because the original 
game is very difficult to find. It's also a weird parody 
of fighting games and has a great sense of humor. 

And those are only a few of the Neo Geo games 
available right now, with more to come! — NEAL 
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THE ORIGINAL MEGA MAN was dead. 

At least, for all intents and purposes. Following the 1996 release of Mega 
Man 8 on the Sony PlayStation and Sega Saturn, the only appearances made by 
the Blue Bomber came in re-releases, cameos and various spin-off titles (some 
of which never made it to North America in their original forms). Instead, the 
torch that had been lit back in 1987 would be carried on by his many succes- 
sors, such as X, MegaMan Volnutt and MegaMan.EXE, to name a few. But the 
age of the classic battles between the original Super Fighting Robot and the 
mad Dr. Wily themselves were but a thing of the past, a forever open-ended 
chapter in the greater history of the franchise. 
That's what so many fans thought and felt, anyway. It was enough that the 
very idea of a ninth title in the original series bordered on the absurd, proving 
to be consistent fodder for April Fool's gags, hoaxes and infamous faked 
screenshots. So you can just imagine what the reaction was like when Mega 
Man 9 was officially confirmed to no longer be a hoax or a dream, but a reality! 
was splitting duties between The Mega Man Network and another gaming 
website when a most fortunate break occurred: A friend of mine had just 
received his copy of the August 2008 issue of Nintendo Power in the mail, 
which revealed the upcoming WiiWare title in all its glory — and ahead of the 
official online reveal, at that! 

Reactions were divided. Some were excited not just by the return of classic 
Mega Man, but by seeing him in 8-bit style again as well! Others were happy 
about the return, but less so about the graphics. And still others — spurned by 
too many hoaxes — refused to believe it at first! But it was proven to be real, 
and it was good. (Though the good times wouldn't last, sadly.) - DAVID 


JUNE 15, 2010 


WHEN I WAS a kid, | didn't have many "dreams" — I kind of just assumed | 
would live a normal nuclear life. Although many of my peers were hoping that 
someday they'd be able to walk on the moon or become President, my goals 
were a lot simpler: | just wanted to go to ЕЗ and Japan, and I’ve accomplished 
those dreams by way of my writing career that started all the way back in 2008. 
Another — let's call it a "minor dream" — was to see the Donkey Kong Country 
series return to glory after its untimely end in 1999. We had three era-defining 
platformers and a goofy, over-the-top 3D collectathon (on top of some portable 
ports), but it just wasn't enough. Yet in 2010, at my second-ever E3, I got my 
wish. 
Back before Nintendo resorted to lower-key and fully prepared Nintendo 
irects, we had press conferences full of absurdly candid moments. "My body is 
ready," the Wii Music guy and many more — all of them spawned fron 
intendo's live conferences at E3. The 2010 show was already coasting on all of 
e goodwill 2009 earned after the disaster that was 2008 (go watch a high- 
light video), but nothing could have prepared me for the musical cue of Donkey 
Kong Country and the realization that Retro Studios would be giving it another 
shot on Wii with Returns. 
As soon as that trailer hit and I realized what was happening, I let out an 
audible "Wow!" in the auditorium that I’m sure Reggie could hear. A wave of 
emotion came over me as nearly everyone in the room clapped, and it hit me — 
| 
А 


inally made it. Surrounded by my peers on only my second trip to Los 
ngeles, enjoying a special moment at the same time as everyone else, was one 
books. 
ple say writers get cynical over time, but l'Il always feel grateful to be a 
gaming history with moments like these. — CHRIS 
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UNLIKE CHRIS, | wasn’t actually there in the room for Nintendo’s E3 2010 
press conference. I'd made the trip to L.A. the previous two years (one of only a 
few who witnessed the abysmal E3 2008 first-hand, then the much-improved 
2009 show). But 2010 was an off year for me. So it was in the comfort of my 
own home, watching the conference video stream on my computer, that | was 
able to openly weep with joy when, 20 or so minutes after that Donkey Kong 
Country Returns announcement, an even more shocking return was also 
announced. 

A new, orchestrated version of a theme song I'd first heard as a six-year-old 
began to play, filling the conference venue (and my computer speakers). What? 
No. It couldn’t be! But it was! Pit soared onto the screen, apologetically quipped 
"Sorry to keep you waiting!" and swept into actual existence the new Kid Icarus 
sequel, Uprising. 

I was absolutely floored. | seriously did tear up in that moment, as I'd so dis- 
missed the possibility of the Kid Icarus series ever continuing that 1 hadn't even 
thought to hope for such a sequel to ever be revealed! The gaps between DKC 
installments, classic Mega Mans and Metroids had been long in the past, but 
prior to this E3 2010 moment, the most recent Kid Icarus release was the Game 
Boy sequel Of Myths and Monsters . . . in 1991! Nearly 19 years had gone by! 

Now, 1 suppose the shock was lessened in some small way by the fact that the 
updated, redesigned take on Pit had already debuted in Super Smash Bros. 
Brawl a couple of years earlier. (And that reveal floored me too.) But I thought 
that was it! I thought Kid Icarus had been recognized and remembered through 
Pit's induction into Smash, but there would never again be another actual Kid 
Icarus game. How wrong | was! How wonderfully, tearfully wrong. — LUCAS 


WHERE WERE YOU when Bayonetta broke the Internet? 

On September 13, 2012, Nintendo held a Direct that outlined details of the 
upcoming Wii U. We saw new launch game footage, heard the skinny on the 
Deluxe Digital Promotion and learned that PlatinumGames’ Project P-100 was 
now The Wonderful 101. But that wasn’t Platinum’s only Wii U exclusive on the 
docket, as we were then treated to the world premiere trailer for Bayonetta 2! 

The impact was immediate. Message boards and blogs lit up with cheers: Our 
prayers had been answered! The queen had returned! But the celebration 
quickly turned dour, as those cheers were drowned out by indignation: Why is 
this exclusive? Platinum betrayed us! (As well as more unsavory commentary.) 
Yes, it certainly was odd that the sequel to the Sega-published Xbox 360 and 
PS3 title would be skipping both those platforms and their successors in favor 
of Nintendo branding. But glancing around cyberspace, you would have thought 
someone had committed bloody murder, or at least was about to — it’s shocking 
how many death threats were hurled at Bayonetta director Hideki Kamiya! 

n an interview with Polygon on September 22, 2012, Platinum producer 
Atsushi Inaba stated, "We were looking for a partner to create Bayonetta 2 and 
Nintendo was a strong, cooperative partner that was willing to create and grow 
Bayonetta 2 together [with us]." That clearly wasn't straightforward enough, so 
two years later, Kamiya went onto Twitter to state in no uncertain terms that 
the game was shopped to many publishers, but the only company willing to 
provide funding was Nintendo. 

And what came out of all this headache? One of the best action games in 
recent memory, as well as a polished port of its predecessor bundled with it at 
no extra charge. Wow! What a nightmare! -- TONY 


IT WAS THE day when everything changed and anything was possible. 

Despite having been announced at the previous year's E3 press conference, 
there was no sign of the next Super Smash Bros. game as the 2006 show 
began. That all changed a day later during an extra after-hours press event, as 
the next game in the series was revealed to be Super Smash Bros. Brawl! 
Familiar characters from the previous game, Super Smash Bros. Melee, hopped 
onto the screen, only to be visually updated on the spot into how they would 
look on the Wii hardware. As they leapt into battle to a chorus of orchestral 
music and showed off new features, a series of newcomers began to show up: 
Meta Knight, Pit, Zero Suit Samus and Wario, who closed out the trailer with all 
eyes on him as his stomach gurgled and swelled before unleashing an atomic 
blast of gas that would make even Rhinox blush. 

And that's where the trailer ended. At least, that's what everyone thought! 

Seconds later, a chime that would be less familiar to a more stalwart 
Nintendo fan rang out. The call was answered as viewers witnessed a subtitled 
Japanese conversation between Colonel Campbell and Solid Snake, both of the 
Metal Gear Solid franchise — a series of games that was distinctly not born of 
Nintendo as all the rest were, but rather of third-party Konami. As Campbell 
asked Snake if he was "familiar with Super Smash Bros.", it was clear that the 
impossible was happening right before everyone's eyes. 

To the surprise of Mario and Link, Snake emerged from a Smash-branded 
cardboard box following his conversation, ending the trailer with one simple 
declaration: "It’s show time!" 

It was at that moment everyone realized that Nintendo-born or not, no one 
was off-limits anymore, and Smash would never be the same! — DAVID 


OCTOBER 10, 2007 


IT'S FUN TO look back on these really singular, huge, shocking moments that 
most often happened in connection to an E3 press conference or a Nintendo 
Direct video presentation, but we also don't want to leave out the one most 
incredible era in Big N history that was defined by small-scale surprises each 
and every weekday. I'm talking, of course, about the Smash Bros. Dojo! 
Beginning in March 2007 and running beyond the game's release date in 
arch 2008, the Smash Bros. Dojo was an official behind-the-scenes blog 
written by Smash series director Masahiro Sakurai that gave tiny new tidbits of 
information on Super Smash Bros. Brawl every Monday, Tuesday, Wednesday, 
Thursday and Friday through the game's final year of development. Five times a 
week we got new information! Most of the time it was some little nugget: The 
confirmation of a returning item from Melee; a look at a character's moveset or 
Final Smash attack; a snippet of the soundtrack to listen to, with insight on who 
composed the piece. 

But then there were days when major bombshells dropped. Totally out of 
nowhere! On random days of the week, seemingly with no rhyme or reason. 
And so it was that when Smash fans clicked over to do their routine daily check 
of the Dojo on the morning of Wednesday, October 10, 2007, that each person in 
their own home was greeted by the absolutely mind-exploding image of Sonic! 
WHAT? WHAT???!!!! Sonic the Hedgehog is in Smash now? How can this be? Is 
this a hoax? This was no live event. There was no Twitter. So everyone just had 
to freak out on their own, then dash to their online forum of choice to freak out 
with other fans! Snake had made third-party guests possible the year before, 
true, but the Mario vs. Sonic rivalry was the stuff of legend. The fact that they'd 
actually be able to punch each other set the fandom ablaze! - LUCAS 
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MEGA MAN WAS dead. (Again.) 

Not just the original series, but the franchise as a whole — save for whatever 
merchandising Capcom had agreed to. But in terms of the primary source 
material, the games, Mega Man was a thing of the past. 

That's how many downtrodden fans felt when Capcom followed the depar- 
ture of Mega Man's overseer, Keiji Inafune, from the company with one cancel- 
lation after another. Mega Man Universe. The long-awaited Mega Man Legends 
3. Heck, some Mega Man games that we didn't know were even under consider- 
ation had hit a brick wall! The broad consensus among many Blue Bomber fans 
was that there was bad blood between the two parties, and the former was 
seeking to cleanse it by scorching the very earth they'd trod upon together for 
more than two decades. Hope was pretty much lost that we would ever see a 
new Mega Man game grace our screens again. 

Few who had held out hope expected to be rewarded as they watched the 
2013 E3 Nintendo Direct. However, concluding a show that announcedt Super 
Mario 3D World, Xenoblade Chronicles X and more, there was a surprise to 
behold following the reveal of Super Smash Bros. for Nintendo 3DS & Wii U and 
its new playable character, Animal Crossing's Villager. 

Once the trailer ended and the year 2014 faded from the screen, a klaxon 
sounded, informing viewers that the video wasn't over yet. Mario, Donkey Kong, 
Link and Kirby ceased their combat as a new challenger approached — a 
familiar, yet different, silhouette standing against a moonlit sky. 

And as a helmet materialized over a spiky head of hair and unmistakable LED 
eyes lit up, the Internet exploded at their hero's return! Mega Man was alive 
once again! Capcom tried to kill him off, but Nintendo revived him! — DAVID 


SO SOLID SNAKE blazed the trail, opening the door of possibility for third- 
party characters to guest star in Smash. Sonic the Hedgehog dashed through 
that door next, blowing our minds a second time — especially those of us who'd 
lived through the bitter SNES vs. Genesis console war of the early '90s. Then 
Mega Man reached back even further than that, restoring to the spotlight an 
icon many of us had known and loved from the ’80s, over 25 years after his NES 
debut! 
But even with all of that groundwork laid, even with all of those examples 
illustrating that off-the-wall, unthinkable crossovers were indeed possible, still 
none of us were prepared for the video that dropped on November 16, 2015. A 
bit of orchestral fanfare — unfamiliar to pure Nintendo loyalists, but instantly 
recognizable to millions of Sony supporters — swept a pair of logos into view. 
Super Smash Bros. crossing with... FINAL FANTASY VII?!!! WHAT IN THE 
WORLD???!!!! 
Solid Snake? A total surprise, but he'd debuted in an NES game, so it was jus- 
tifiable. Sonic? More shocking, but the Nintendo vs. Sega war had ended years 
earlier and Mario & Sonic at the Olympic Games had been announced a few 
months before. Mega Man? He was basically already a Nintendo mascot for the 
'80s generation, just owned by Capcom. All made a kind of sense. 
But not Cloud! Cloud Strife, the main character of a PlayStation- 
exclusive game! Truly, truly any character ever made is now a poten- 
tial Smash combatant if even rival hardware makers' exclusive 
heroes are on the table. So who's next? Crash Bandicoot? 
Master Chief? Goku? Tom Hanks? The groundhog who 
lives under the shed in my backyard? My brain is 
fully broken now, so bring on anyone! — LUCAS 


IT WAS E3 2009, and Nintendo fans were once again champing at the bi 
new Nintendo news. The previous year had been depressing and pretty dry, 
having no new hardware to talk about — as they released info on the DSi prior 
to the event — and announcing that Wii Sports Resort, Animal Crossing: City 
Folk and Wii Music were the big games that year. The focus on casual games 
was alarming for many fans. People began to speculate that Nintendo thought 
they had found a new demographic to pursue, leaving behind those fans that 
got them to that point. Nintendo took the feedback very seriously, and coupled 
with data that the attachment rate for the newer Wii games was low, decided to 
do what they do best: surprise and delight. 

The 2009 presser was chock-full of Mario news. New Super Mario Bros. Wii 
was announced with its four-player gameplay, and seemed like the headliner. 
Then they did an extended piece on Wii Fit. When they transitioned to DS news, 
everyone thought we were coming to the end of the conference, but that's when 
Nintendo came out with their big surprise: Super Mario Galaxy 2 would be the 
first fully 3D Mario sequel! Never before had two 3D Marios appeared on a 
single console. It's something fans didn't know they wanted, but certainly 
welcomed! 

The trailer showed Mario jumping on and riding Yoshi, and Yoshi was seen to 
have new special abilities this time. More wild boss battles were shown includ- 
ing the new Spin Drill item, and people got excited without even seeing the new 
Rock and Cloud Mario suits! While the presser was far from done, that 
announcement tends to stick out as the big surprise from E3 2009. As we know, 
Super Mario Galaxy 2 went on to be one of the best reviewed games of all time, 
and is still regarded as one of the best on the Wii! — BRETT 


JULY 18, 2013 & 
JUNE 14, 2015 


SINCE THE INCEPTION of the Wii's Virtual Console, EarthBound was under 
constant demand for re-release, as original copies for the Super Nintendo were 
pricey. While it got rated by the ESRB early on, there were rumors that music 
icensing issues were holding it up. As the years passed, various fan campaigns 
о Nintendo leadership came and went without effect, and the Wii gave way to 
he Wii U. It was looking more and more like EarthBound would remain in legal 
imbo indefinitely. When Mother 2 was released to the Japanese Wii U Virtual 
onsole, English-speaking EarthBound fans flooded the Mother 2 Miiverse com- 
unity with their demand for EarthBound to be re-released, finally getting 
eir wish in July 2013 when it was added to the North American and European 
irtual Consoles! Not only that, Nintendo also digitized the original EarthBound 
uide book, in a convenient smartphone-friendly format! 
But the biggest surprise yet for EarthBound fans came on June 14, 2015, 
uring Nintendo's 2015 World Championships. Franchise creator Shigesato Itoi, 
via video, announced "some somewhat happy news" that EarthBound 
Beginnings (previously known unofficially as EarthBound Zero) would be 
released on the Wii U Virtual Console that evening, in commemoration of the 
20th anniversary of EarthBound's North American release. As you would 
expect, the crowd went wild, especially as Itoi expressed his love and admira- 
т tion to all the fans of the Mother franchise, telling them that the fandom and 
| i their experiences in the world he created changed his life. 
Say T | It wasn't the announcement of Mother 3 that people had been hoping for, but 
—_ 5 Шо, еуегуопе overseasm the fact that Nintendo decided to release a project that had literally been 
-— | "S . shelved over 25 years ago thanks to the EarthBound fandom's influence was the 
— ЕШ Shigesato Itoi. biggest surprise of ЕЗ 2015 — and ЕЗ hadn't even started yet! - REBECCA 
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IT'S THE MOST unsurprising E3 
surprise in the 22-year history of the 
Expo! 

Yes, indeed — with the video game 
industry's fixation on huge, out-of- 
nowhere megaton reveals, sometimes 
things just don't go quite according to 
plan. At this year's E3, Ubisoft held a 
pre-show press event, as they always 
do. The lights dimmed and the 
audience quieted to turn their eyes 
toward the first trailer of the day. 
Then, a pair of Rabbids appeared on 
the screen... along with a Question 
Block from the Mario series? They 
started bashing it to collect coins, a 
Super Mushroom popped out and 
caused one of them to grow to 
enormous size and then, to solidify to 
the audience that what they were 
seeing was indeed the announcement 
of an official crossover between the 
Rabbids and Mario brands, Mario 
himself showed up standing shoulder 
to shoulder with one of the rascally 


rabbits. "#MARIORABBIDS" popped up 
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in the corner of the frame. 

That moment, of course, was meant 
to be one of pure shock. It’s easy to 
envision how it would have been, had 
everything stayed a secret ahead of 
time, as it’s such an unexpected union 
of franchises. But it wasn’t a shock. It 
didn’t stay secret. This was a moment 
of surprise that was entirely unsur- 
prising, as just about everything to do 
with this would-be under-wraps 
project made the rounds on video 
game fans’ corner of the Internet for 
months in advance of E3. 

Someone who works at Ubisoft 
seems to care very little for the 
orchestration of bomb-dropping E3 
moments like these, as he or she has 
been leaking info on this game since 
last October! Several online outlets 
and independent games journalists 
first reported on the existence of 


д 


О + RABBIDS 
DOM BATTLE 


a "Yoshi / Rabbid Rabbits" project in 
October 2016. Then more details were 
filled in through the months that 
followed: It was actual a Mario + 
Rabbids game. It was a strategy RPG. 
Its name was probably going to be 
"Mushroom Kingdom Battle." And so 
on and so forth. A fairly full picture 
was painted of the project, 
and then, a few weeks 


М 


before ЕЗ proper, actual pictures were 
released into the wild: Leaked internal 
presentation slides from Ubisoft that 
spelled out the whole thing! Even the 
key art that appears on our cover for 
this issue. 

| recount all of this here not to 
applaud such leaks or to admonish 
them, but just to preserve the events 
leading up to the official reveal of 
Mario + Rabbids Kingdom Battle for 
posterity. And also to say that, in this 
particular case, | think the advance 
warning of what was coming our way 
ended up being a good thing. Mario 
partnering up with Ubisoft’s Rabbids is 
a weird idea, and letting people get 
past any initial negative shock at that 
crossover concept months ago likely 
freed them up to be able to really see 
and appreciate this game for what it 
is: a bold, beautiful take on turn- 
based tactics. 

The Mushroom Kingdom is under 
siege. A massive portal has suddenly 
opened up in the sky, and out of it has 
poured an entire army of Rabbids! The 
invading bunnies make short work of 
transforming Princess Peach’s domain 
into their own territory, rendering a 
landscape that is both familiar and 
foreign: Rabbids have fused with local 
enemies like Piranha Plants; Warp 
Pipes have lost their traditional green 
paint job and instead turned white and 
sprouted ears! Mario’s world was 
always kind of nonsensical, but this is 
just too weird — so, of course, our 
hero sets off on an adventure to set 
things right. 

And he’s not alone! Joining him on 
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this new journey are his brother Luigi 
and longtime allies Yoshi and Peach, 
but along with those four familiar 
faces there are four others just playing 
at familiarity! Four Rabbids who've 
donned disguises to resemble Mario, 
Luigi, Yoshi and Peach also join the 
team, for a total of eight different 
playable characters. 

They're not all on the squad at first, 
of course. Mario begins his quest 
accompanied by only Rabbid Luigi and 
Rabbid Peach, along with a curious 
little Roomba-like robot named 
BEEP-O. BEEP-O is actually the charac- 
ter you control directly: You move him 
around on the screen and the rest of 
the gang follows along behind him in a 
line. 

Gameplay is split into two pieces. 
First up, exploration! You move 
BEEP-O around a variety of gorgeous 
environments (seriously, the work 
Ubisoft has done in crafting each 
setting is jaw-dropping), and you 
direct him to pick up coins on the 
ground, have him lead the team into 
Warp Pipes and generally get from 
Point A to Point B. The walking tour of 
the kingdom is frequently interrupted, 
though, by environmental puzzles you 
have to solve — making your way 
through a maze, or rotating bridges to 
build a pathway forward — so it's not 
all easygoing ambling. There are even 
bonus areas you can discover filled 
with coins that make nostalgic Super 
Mario Land noises when you gather 
them! (I'm sure there are tons of nods 
to nostalgia through the whole game, 
since this was the Ubisoft team's first 
time to get to play in Mario's world.) 

Exploration is just second fiddle to 
the real meat of the Mario * Rabbids 
experience, though: turn-based, grid- 
based tactical battles! Yes, Mario's hit 
a lot of different game genres through 
his 36-year career, but he's never been 
in a strategy game like this before. He 
even gets to use a gun! 


Or, you know, the Mario equivalent 
of a gun: a comical arm cannon that 
sends out laser blasts and pixelates 
enemies, rather than harming them in 
any really violent way. The gameplay 
of the battles involves getting our hero 
and his allies moved into proper 
position to be able to get a clean shot 
on their enemies. There is a ton of 
complexity in that, though! 

Movement is more dynamic than in 
any SRPG I’ve ever seen, as having one 
of your characters move through an 
enemy's square on the way to their 
final position will trigger an auto-dash 
attack for free damage on them. You 
can have one of your characters jump 
off of one of your other characters, to 
effectively double their maximum 
movement distance by bounding 
through the sky. You can enter any 
Warp Pipes that happen to be placed 
on the battlefield as a free action, 
emerging from their opposite end 
often behind enemy lines, where you 
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can catch the enemy Rabbids totally 
unawares! 

And what's even more intriguing is 
that all of those things can frequently 
happen on the same turn. Mario + 
Rabbids seems to be very generous 
with movement, such that you can pull 
off very satisfying moves with multiple 
components and more than one attack 
at a time. It's a blast to see a really 
complicated single turn play out in 
your favor! 

When you're finally done with your 
turn, it's onto the defensive phase of 
the fight as the enemies take their 
turns all together. It's here that you'll 
want to make sure your characters are 
hidden behind some kind of cover for 
protection. Low barriers provide 
partial cover, while putting a tall wall 
of bricks between you and your foes 
will mean almost total defense. Until 
they start to blast it apart! Walls are 
totally destructible in Mario * Rabbids, 
So if you try to hide in the same spot 


for too long, the enemy bunnies will 
just keep blasting chunks of it away 
until there's no more cover at all. 

Of course, you can do the same to 
them when they're trying to hide! 

The Kingdom Battle campaign 
strings together battles and explora- 
tion segments, punctuates the pro- 
ceedings with long, involved boss 
fights that often throw extra gimmicks 
into the gameplay and keeps your 
party moving forward by awarding you 
with more powerful and interesting 
weapons and abilities as you go along. 
The entire quest promises to be a long 
one, but the individual segments are 
short enough that the game should 
work just fine as either a long-stretch 
TV experience or a short-burst 
portable one. 

The surprise reveal for Mario + 
Rabbids Kingdom Battle may have 
been ruined, but it's just as well. With 
luck, it'll just mean more people are 
looking forward to it! — LUCAS 


DEFEAT BOSS 


THE TEAM LEADER 


MARIO 


The leader of the bunch. You 
know him well! He's ready to kick 
some Rabbid tail. (Except 
Rabbids don't have tails. Hmm.) 
Anywho, Mario's been the all- 
around everyman in just about 
every spin-off game bearing his 
name ever made, and it seems 
he'll be serving the same 
purpose in Kingdom Battle — not 
standing out too much in any one 
area, but also not too weak in 
any aspect either. He wields 
Blasters for long-range attacks 
and swings a Hammer in melee 
range, and he's got access to a 
passive ability called Hero Sight 
that lets him automatically attack 
any enemy he sees moving 
around during the enemies' turn. 
Then, for his special movement 
ability, he's got his signature 
Stomp Jump: dealing damage by 
bouncing straight onto bunnies’ 
big noggins. You don't want to 
end up under Mario's feet! 


THE BRAWLER 


RABBID MARIO 


Moving on to the Rabbids half of 
the team, here we have Rabbid 
Mario — or, as he would try to 
correct you, just Mario. He's delu- 
sional. He really thinks that he's 
the real Mario! That other guy is 
the imposter! Well, | suppose 
there's not really any problem 
with that, seeing as how he's 
decided to be a good guy and all. 
Let him think what he wants to 
think! After all, you wouldn't 
want to tell him any differently, 
as he'd probably wallop you 
upside the head with his massive 
melee mallets. Or blast you with 
a Boomshot! Yes, that's the same 
weapon class that Peach can 
equip — not every character's 
armanents are entirely unique. It 
just means when you unlock a 
new Boomshot, either Peach or 
Rabbid Mario will be able to use 
it! He's protective of the Princess, 
too, using his Bodyguard ability 
to keep her safe. (Of course!) 


THE SCOUT 


LUIGI 


Ubisoft's creative team has 
clearly done their homework to 
understand the unique personali- 
ties of each Mario series charac- 
ter, and that shines through with 
Luigi. First up, his weapon's a 
long-range blaster built to 
resemble the Poltergust vacuum 
cleaners he wields in the Luigi's 
Mansion games. Long-range, too, 
because he's too much of a 
scaredy-cat to get in close to his 
enemies! His flight-over-fight 
instincts are also reflected in the 
fact that his movement rating is 
higher than any other character, 
letting him flee further and 
faster than anyone else. Or, if 
he's feeling brave, he can rush in 
quicker than the others! He's got 
a Double Jump to reference his 
traditionally larger leaps versus 
his bro's, and — get this — he's 
got an ability called Steely Stare 
to reference his meme-inspiring 
evil looks from Mario Kart 8! 


THE WIZARD 


RABBID LUIGI 


Since Rabbid Mario got the 
overalls, Rabbid Luigi gets the 
shirt, | guess — an overly long 
version that drags the ground 

when he walks. (But then | guess 
we don't really know how long of 
a shirt the actual Luigi's wearing 
under his overalls, do we? Things 
to ponder here.) Rabbid Luigi is 
one of the gang who actually has 
a weapon class entirely to 
himself: the Bworbs. They're 
some kind of mystical floating 
orb things? They come in several 
different elemental varieties, 
befitting the character who's 
being marketed as the mage of 
the team. His special movement 
ability is the Vamp Dash, allowing 
him to deal damage to foes on 
the run and then absorb the 
amount of damage dealt as HP 
for himself. He can also cast a 
spell called Weaken to sap the 
strength of enemy Rabbids. 
Beware his mystic arts! 


THE PALADIN 


PEACH 


While Princess Peach has most 
often been a damsel in distress 
over the years, she’s leapt into 
the fray alongside Mario on 
plenty of occasions too. And this 
time she’s packing heat! Ubisoft 
is marketing her as the "paladin" 
of the team, making a good old 
fantasy role-playing connection 
to evoke the idea of a character 
who can both dish out damage 
and heal her allies too. She 
brings the pain with a class of 
primary weapon called the 
Boomshot and secondary explo- 
sives known as Grenaducks 
(which I can only assume are 
grenades shaped like ducks). She 
can restore allies’ HP with a 
Healing Jump, shock enemies 
with her Royal Gaze and activate 
a defensive technique simply 
called Protection when she needs 
to hunker down and endure an 
incoming onslaught. This 
Princess is a powerhouse! 


THE HEALER 


RABBID PEACH 


If Rabbid Luigi is the closest thing 
this gang's got to a Black Mage, 
Rabbid Peach is the closest to a 

White one. Almost entirely 
devoted to defense and recovery, 
this wig-wearing warrior is con- 
cerned with two things: herself 
and her selfies. Occasionally 
she'll find some time to make 
doe eyes at Mario (she's harbor- 
ing quite a crush, we hear), but 
self-portraits are her priority in 
every situation. Unfortunately, 
her cell phone addiction doesn't 
have any kind of gameplay con- 
nection — she can't blind baddies 
with the flash or anything like 
that. No, her techniques are 
pretty traditional Healer class 
fare, to the point where one of 
them is just called "Heal" straight 
up. It's paired with a Shield 
ability that reduces the damage 
she takes by 4096 over two turns. 
And her movement ability? It's 
called Double Dash! 


THE EGGSPLODER 


YOSHI 


We won't know for sure until we 
get our hands on the final game, 
but from the hints we've had so 
far it seems like Yoshi may be the 
last of the eight characters you'll 
get to recruit. Since he'll have to 
sit on the sidelines so long, 
though, it seems he'll make up 
for lost time quickly by making a 
totally explosive entrance onto 
the battlefield! Yoshi's equipped 
with a full-on, no-nonsense 
rocket launcher, no doubt 
prepped to bring major pain to 
any Rabbid who's foolhardy 
enough to come into this dino- 
saur's crosshairs. Since Yoshi was 
the character who originated the 
Ground Pound maneuver back in 
1995, it's assigned to him here in 
Kingdom Battle as his special 
movement ability. Yoshi's also 
got special techniques called Egg 
Beater and Super Chance, but no 
word on what they do yet. Maybe 
a gambling risk/reward attack? 
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THE WILD CARD 


RABBID YOSHI 


Last but not least disgusting is 
the drooling, tongue-wagging 
wackadoo, Rabbid Yoshi. Now, 
here's where Ubisoft has me 
confused. Their promotional 
material for this game is labeling 
this fellow as "Team Leader / 
Fighter" — but that's got to be an 
error, right? Mario's clearly the 
guy in charge. Unless it's a late- 
game spoiler! That's it! Mario is 
captured and it's up to Rabbid 
Yoshi, clearly the most respected 
and capable of the remaining 
team members, to step up and 
take charge! (Yeah, OK. Probably 
not.) I've re-labeled him as "The 
Wild Card" because I honestly 
don't know what to expect from 
his skillset. He wields the 
machine gun-esque Rumblebang 
weapon class, or optionally 
chucks Grenaducks like Peach 
can. His movement power is 
easily understood, at least. It's a 
Triple Dash! He can really move! 
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THEY SAY IT'S the clothes that make 
the man. If that's the case, then 
Nintendo's latest round of Super Mario 
Odyssey info from E3 proves that 
Mario is the man indeed! 

Donning various suits is nothing 
new for Mario, but this game takes it 
to a whole new level with a plethora of 
fanservice threads players will 
purchase with currency unique to each 
of the kingdoms he'll be visiting. 
Dressing in these new duds will allow 


our hero to fulfill certain mission 
requirements by taking on different 
jobs (and you thought his doctor's cer- 
tification was sketchy). 

Whether Mario will stand to gain 
any new abilities from his chosen 
attire of the moment remains to be 
seen, however, but Nintendo has con- 
firmed that some costumes will also 
be available by scanning compatible 
amiibo figures, such as the accompa- 
nying Wedding Attire Mario, Peach and 


THE ELEMENT OF SURPRISE! 


ARIO 


Bowser figures for their garb. What's 
more, amiibo will be able to aid you in 
some as-yet-unspecified way, and all 
currently (or presumably current as of 
the game's release) released amiibo 
will be compatible in this way. 

New costumes are only the tip of 
the E3 iceberg, though. As teased in 
the game's initial reveal, Mario has a 
new partner to aid him in his newest 
3D adventure. In the spirit of F.L.U.D.D. 
and Luma before him, Cappy is a 
ghost-like creature our hero meets in 
the Cap Kingdom, capable of taking on 
the form of many different hats — 
including Mario's own signature lid — 
and granting him new abilities to help 
him best Bowser's baddies once more. 

What Cappy brings to the table is 


the ability for Mario to toss his hat like 
a cloth Captain America shield, which 
can even be maneuvered slightly in 
mid-air for sharp turns or Zelda-esque 
spinning attacks using the motion 
controls of the Joy-Cons (but no word 
yet on how that works with other 
control schemes). Cappy can also 
retrieve items, smack blocks and even 
hover in place briefly just long enough 
for Mario to use him as a stepping 
stone. A second player can also take 
control of Cappy, leaving Mario unable 
to perform the cap toss (save for in 
special-yet-unspecified circum- 
stances), but allowing the duo to 
divide and conquer puzzles in which 
covering twice as much ground in a 
time limit would be beneficial. 

But all of this pales in comparison 
to Cappy's most surprising new ability: 
When thrown at characters (and even 
objects) who aren't wearing their own 
hats or some other sort of top 
covering, Mario is able to effectively 
possess them in a move called 
"capture" (with emphasis on the "cap," 
we're certain) and employ their abili- 
ties toward his own ends. Need to fly 
somewhere? Capture a Bullet Bill! 
Need an endless supply of projectiles 
to throw? A Hammer Brother should 
do the trick! Need to remind everyone 
of when the Super Mario Bros. and 
Jurassic Park movies debuted in 
theaters only a week and a half apart? 
Everyone will remember 1993 when 
you capture a Tyrannosaurus Rex! 
Plus, in addition to enemies and other 
characters, Mario can also take 
control of inanimate objects to differ- 
ent effects, such as taxi cabs, power 
lines and even Bowser's own tanks! 

Mario's method of traveling from 
kingdom to kingdom is the eponymous 
hat-shaped ship called the Odyssey, 
which also serves as a home base for 
the plumbing protagonist, allowing 
him to change costumes at will or 


display souvenirs collected over the 
course of his travels. Fortunately, 
some kingdoms allow for smaller, 
more practical ways to cover their 
wide expanses, such as motor scooters 
and jaguar-like creatures known as 
Jaxis. 

But for Mario to be able to move 
along, he'll first have to power up the 
Odyssey with Power Moons, this title's 
new collectible that takes the place of 
the Power Stars and Shines from 
previous games. Shards and full Power 
Moons are scattered across each area 
in great number — more than neces- 
sary for progression — offering ample 
opportunity to find however many you 
need with plenty to spare. 

Better still, given the immense size 
of the areas seen thus far, you're no 
longer kicked out of your current area 
every time you acquire a new Moon, 
allowing you to continue your quest 
unimpeded. Curiously, getting a Power 
Moon brings up a message that names 
the Moon you picked up (similar to the 
quest names in Super Mario 64), and 
even goes so far as to display the 
current date, timestamping when you 
earned it. Might this play into some 
sort of an Achievement system? 

Only a handful of the different 
kingdoms Mario and Cappy will 
venture to have been revealed so far, 
including the bizarrely frozen Sand 
Kingdom (where Mario can channel his 
inner Link Between Worlds to partake 
in some wall-painting retro 2D plat- 
forming), the dinosaur-inhabited 
Wooded Kingdom and the Kong 
reference-filled New Donk City (run by 
none other than Mayor Pauline in her 
first mainline Super Mario appear- 
ance) in the Metro Kingdom. You'll 
even have the opportunity to revisit 
some stages under different circum- 
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stances, such as under different 
weather conditions and times of day 
or night, when some enemies may 
grow even more dangerous. 

The scope of the stages dwarfs the 
likes of Super Mario 64 and Sunshine, 
and unlike the cosmos-spanning 
stages in Super Mario Galaxy, they are 
more densely packed sandbox areas 
filled with all manner of things to look 
at and do. Even unsuspecting nooks, 
crannies and places you might expect 
to lose a life can take you to new areas 
— or reveal a cache of coins and other 
hidden treasures. 

This time out, coins themselves 
operate on a different principle than 
before, as they can now be accumu- 
lated over the course of the game and 
spent as though they were, well, 
money. With that, however, out goes 
the lives system of the past, as taking 
one too many hits or falling off the 
wrong ledge will now deduct 10 coins 
from your total. As for what happens if 
you run out, no one seems to know yet 
— hopefully Mario won't need to find 
an accountant's hat to get himself out 
of crippling debt! 

The reason behind Mario's quest is 
a story that's arguably become a bit 
too commonplace, but was thank- 
fully shelved for the Wii U's 
Super Mario 3D World: Bowser 
has kidnapped Princess Peach 
once more, but this time seems 
fully set on ending this whole 
charade by taking her hand in 
marriage (hence the Wedding 
Attire amiibo). To this end, he's 
recruited the Broodals, a quartet of 
rabbit wedding planners, to see that 
things go off without a hitch — er, one 
hitch: his own. 

Still, with Mario taking up his own 
wedding tux and top hat, maybe we'll 
finally see Mario and Peach tie the 
knot? It seems unlikely, but Nintendo 
has this weird habit of doing things 
you'd never expect! — DAVID 


SAY HELLO TO CAPPY! 


Oh, there must have been some magic in that old red hat Mario found. 
For when he placed it on his head, it began to dance around! Yes, 
friends, the newest hero in the Mushroom Kingdom is none other than 
Mario's own hat. Well, actually, Mario's own hat gets crushed, ripped 
and otherwise destroyed early on in Super Mario Odyssey, and a 
friendly ghost-like character named Cappy comes along and restores it 
for our hero — while also placing himself inside the iconic lid to tag 
along on the mustached man's latest mission! Cappy doesn't only 
possess Mario's famous red cap, though: He can live inside any piece of 
headgear Mario comes across. And, more than that, he passes on his 
powers of possession to Mario, so he can take control of others. Wild! 


FOR YEARS, THE LEGO brand, in 
the video game space, has meant 
"goofy, kid-friendly adaptations of 
popular movies." They've had a few 
off-shoots — LEGO City Undercover, 
LEGO Dimensions — but by and 
large it's been projects like LEGO 
Marvel Super Heroes 2 over there: 
Pop culture characters running 
around, bopping bad guys and 
busting apart everything in sight. 

Not all that congruent with 
LEGO’s original aim of being a con- 
struction toy, huh? 

Really, the best LEGO game 
released in the past decade — from 
a "freedom to build anything you 
like" perspective — wasn't a LEGO 
game at all. It was Minecraft! A 
world built entirely out of blocks; 
the ability to create whatever your 
imagination could conjure up. 
Minecraft took the essense of 
playing with real LEGO bricks and 
turned it into a virtual realm of 
infinite possibilities. And, in doing 
So, made a ton of real-world cash! 
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LEGO WORLDS 


LEGO cashes in on the Minecraft craze... 


It’s likely that those mountains 
of millions of dollars are the moti- 
vating force behind LEGO finally 
publishing a Minecraft clone of 
their own, but the second bird 
being hit by Worlds’ one stone is 
recapturing that original LEGO 
spirit. So it works out well both 
ways. 

LEGO Worlds isn't just a creation 
tool, though — exploration is also 
key here. You journey through vast 
lands inspired by all varieties of 
LEGO sets past and present, from 
Old West towns to modern cities, 
dangerous dungeons and kingdoms 
in the clouds. And every step of the 
way, everything you see is built 
entirely out of LEGO bricks. Every 
patch of land, every hill, every 
building. All of them can be 
examined up close, too, so you can 
see the individual bricks that went 
into their construction — you could 
even replicate them in the real 
world if you want to! 

Minecraft's been established for 
so long now that LEGO may have 
trouble getting a foothold, but we'll 
See soon: this Fall! — LUCAS 


Galactic Coordinate 
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LEGO MARVEL 
SUPER HEROES 2 


... While also giving their biggest success a sequel. 


TAKE A GUESS about which of the 
umpteen million different 
Traveller's Tales LEGO games has 
actually sold the most copies out of 
the entire 12-year run of the series. 
I would have said one of the Star 
Wars ones — it's the brand that got 
the whole line started, and it still 
seems like the biggest pop culture 
property they've ever adapted. But 
would've been wrong! More than 
LEGO Star Wars, more than LEGO 
Harry Potter, more than LEGO 
ndiana Jones and LEGO Jurassic 
World and even LEGO Batman 
(which got its own movie!), the 
biggest success story has been 
LEGO Marvel Super Heroes. 
Released back in 2013 for just 
about every platform active in that 
year, LEGO Marvel Super Heroes 
jumped on board the bandwagon of 
popularity for Marvel's classic 
comic characters that had been 
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kicked into high gear by a half 
decade of Marvel Cinematic 
Universe movies. Iron Man, Thor, 
Captain America and the rest of the 
Avengers side of Marvel's world 
were household names, but the 
game went beyond that by also 
including Spider-Man, Wolverine 
and the X-Men and dozens and 
dozens more playable characters. 
Nearly 200 in all! 

LEGO Marvel Super Heroes 2 will 
just keep increasing the count. The 
X-Men have been axed this time — 
Marvel's been trying to erase them 
for years now; weird business stuff 
— but the Guardians of the Galaxy 
are here, and Ant-Man, and... 
listen, it’s a lot. The whole story 
this time is that Kang the 
Conqueror is causing all worlds and 
times to collide in one place, so we 
even get to have future heroes like 
Spider-Man 2099 and past heroes 
like a cowboy Captain America! 

Will more superheroes mean 
more sales? We'll see! — LUCAS 


SONIC FORCES 


The Blue Blur faces his future... 


WE HAVEN'T HEARD much of 
anything about the Blue Blur's 
latest 3D adventure since all the 
way back in Issue 24 last year, back 
when the Nintendo Switch was still 
known as the "NX" and the game 
itself was still "Project Sonic 2017!" 

Much has changed since then, 
however, and most of it is fairly 
recent. The game is now officially 
known as Sonic Forces, and the 
speculation of playing as more than 
just Classic and Modern Sonics has 
come to pass — though perhaps not 
in a way anyone was seriously 
expecting, as aiding the Fastest 
Things Alive in their quest to topple 
the apocalyptic might of the 
Eggman Empire is none other than 

.. you! Or at least a custom char- 

acter of your design, at any rate. 

The meme firm of Sonic & Sonic 
are going to need all the help they 
can get, however, as Sega's E3 
trailer revealed that the not-so 
good doctor isn't working alone; 
he's scrambled a goon squad 
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worthy of praise consisting of 
Metal Sonic, Chaos from Sonic 
Adventure, Zeti leader Zavok from 
Sonic Lost World and even Shadow 
the Hedgehog, "the second most 
popular character in the whole 
canon." (Oh, and some new guy 
named Infinite.) 

Fortunately, your OC (Do Not 
Steal) will be well equipped to 
handle anything. In addition to 
choosing from a bear, bird, cat, 
wolf, dog, rabbit or hedgehog, each 
with its own innate special ability, 
you'll be armed with a grappling 
hook for swinging around and 
wrapping up foes, as well as a 
Wispon — an item that harnesses 
the different color powers of the 
Wisps for both offense and 
mobility. One such example is the 
Red Wisp's Burst ability, which can 
propel you skyward repeatedly or 
act as a flamethrower, or the Ivory 
Wisp's Lightning, which allows for 
movement at "lightning" speed 
near rings and enemies, as well as 
serving as an electric whip. 

No release date yet, but Forces 
arrives later this year! — DAVID 
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SONIC MANIA 


... while remembering his glory days once again. 


MARK AUGUST 15 on your calen- 
dars: That's when Sonic Mania will 
finally careen into the Switch 
eShop! We've only known about the 
game's existence since last July, but 
for some of us, it feels like we've 
been waiting two decades! 

Sega uploaded a new trailer two 
weeks prior to E3, which sported 
beautiful Sonic CD-style animation 
brought to life by Tyson Hesse, 
Archie Sonic comic artist and 
creator of the Boxer Hockey 
webcomic. The video ended with 
Sonic, Tails and Knuckles entering 
an elevator with buttons reading 
"1," "2," "3," "К" and "М," thereby 
cementing Mania as the natural 
evolution of the Genesis line that 
stopped at Sonic & Knuckles. (Will 
the final game also feature 
animated cutscenes? I certainly 
hope so!) 

As you may already know, Mania 
will feature more rearranged 
classic levels than original ones – 
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roughly a 60:40 split, according to 
one Sega rep who spoke to 
Destructoid in March. Sonic 15 
Green Hill was there from Day 1, 
followed by Sonic & Knuckle's 
Flying Battery, then Sonic CD's 
Stardust Speedway. The latest rep 
is Sonic 2's Chemical Plant, 
equipped with a bevy of new 
gimmicks, like gelatinous pools and 
wall jump-enabling sticky pads. 
We've not heard about new zones 
aside from Studiopolis and Mirage 
Saloon, but perhaps Sega's keeping 
the remainder a surprise. Luckily, 
the remixes are doing a solid job 
stoking the flames of anticipation. 
The E3 demo featured another 
run through Green Hill, now with 
the Act 2 boss accessible. Is it 
Eggman's wrecking ball-equipped 
hovercraft again? Ha! It's the Death 
Egg Robot, the final boss of Sonic 
2! Seems the rotund roboticist isn't 
"Mega Mack"-ing about this time 
and decided to go HAM and eggs 
out the gate! Who knows what new 
threats await our heroes later on! 
The finish line is in sight, so 
hang on just a bit longer! - TONY 
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One last overview of what's in store, before it hits stores! 


WHILE GRAPHICALLY NOT much 
has changed from the first Splatoon, 
almost everything else is getting an 
overhaul. Most previously seen 
weapons will have tweaks, and all of 
the special moves are brand-new. New 
weapons, like the Splat Dualies, will 
also be included, along with their own 
unique mix of moves and strategies. 
Some stages will be returning with 
new twists, and several new stages are 
coming as well. The Reef is in 
Inkopolis, where the freshest bou- 
tiques are located, and is a cityscape 
level where you can literally paint the 
town red. Musselforge Fitness is a 
massive gym complete with lots of 
climbing walls and paintable surfaces. 
Callie and Marie's old stomping 
ground, the Starfish Mainstage, also 
makes an appearance and should be 
quite a show, and the Humpback Pump 
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Track looks to be a BMX racing facility 
just primed for a paint job. 

New weapons and locations are 
neat to talk about, but a sequel they 
do not make. New surprises are what 
sequels need, and it looks like 
Splatoon 2 will deliver. Revealed at the 
end of the Nintendo Direct featuring 
ARMS was a peek at the new single- 
player Hero Mode. One of the best and 
most surprising features of the first 
Splatoon was the deep and lovable 
story of its campaign. Splatoon 2 is 
doubling down on that, teasing a very 
intriguing story about what Callie and 
Marie have been up to since the popu- 
larity contest known as the last 
Splatfest, played previously in the first 
Splatoon by millions of global partici- 
pants. Two years have passed in the 
game’s world, and Callie has appar- 
ently gone missing, along with the 
Great Zapfish. The still-meddling 
Octarians that were the nemeses of 
the Inklings in the first campaign are 
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back with new toys and even bigger 
bosses, including the huge Octo 
Samurai (who wields a massive roller 
while riding a unicycle!). Players must 
explore Octo Canyon and solve the 
mystery! 

Sequels also need new modes, and 
the Salmon Run mode is the answer. A 
team of four Inklings take on wave 
after wave of Salmonid enemies of 
growing size and ugliness to retrieve 
Power Eggs and Golden Eggs — the 
bigger the haul the bigger the reward. 
Salmon Run was a huge focus for 
Nintendo at E3, as Treehouse team 
members tried (and failed) to clear 
one of its hardest difficulty settings. 
It's incredibly tough! Be afraid! 

Other additions include the ability 
to play local multiplayer in Turf War, 
new costumes, new characters like Li'l 
Judd and a LAN play option that allows 
Switches to be connected together. 
You can even set up a spectator mode 
which will be great for the viewing 
audiences of tournaments, like at E3. 

Speaking of tournaments, Ranked 


Battle matches will still include Splat 
Zones, Tower Control and Rainmaker 
modes, though each is slightly 
tweaked. A U.I. tweak in Splat Zones 
allows for more immediate updates of 
the status of each zone. Tower Control 
will now feature checkpoints where 
the tower stops for a short time, 
leading to more chances to steal or 
defend the tower. Lastly, the 
Rainmaker itself has been adjusted in 
Rainmaker mode, as it now features a 
new circular style of blast instead of 
the straight-ahead shot of Splatoon 1. 

Nintendo’s voice chat-enabling 
phone app is also being promised 
alongside launch, though the company 
didn’t confirm details at E3. HORI is 
releasing a special set of licensed 
headphones that will allow users to 
connect to the Switch and their phone 
in order to combine the audio into one 
experience, though. 

Perhaps the most exciting news out 
of all of these additions is that 
Nintendo plans to roll out fresh 
content well after launch, much like 
they did on the Wii U. That really 
helped Splatoon stay relevant and 
grow legs — er... tentacles? — and it 
gave players an excuse to jump back 
into the fray, all at zero cost. 

Get ready to splat again! — BRETT 


FATE/EXTELLA: 
THE UMBRAL STAR 


XSEED’s Switch debut! 


THANK GOODNESS FOR those hard- 
working, dedicated souls at XSEED. The 
English-language game libraries of the 
DS, 3DS, Wii and Wii U have all benefited 
rom their localization work, as they’ve 
toiled for over a decade to bring titles 
hat might otherwise have stayed locked 
down in Japan to us, the Western 
audience. | think Retro Game Challenge 
in 2009 was my first XSEED game, and 
've followed the studio ever since. 
Fragile Dreams, Solatorobo, The Last 
Story — I'm looking back over the list of 
game's they've published, and it's cult hit 
after cult hit. (And some major main- 
Stream successes too, of course, like the 
Story of Seasons games.) 

So thank goodness for XSEED, and 
thank goodness again that now they're 
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working with the Switch. 

FATE/Extella: The umbral Star will be 
the studio's debut Switch release, coming 
in fast in July. It's a follow-up to the 2011 
PSP exclusive FATE/Extra, a low-radar 
release that Nintendo loyalists surely 
missed. You can dive straight into this 
one without playing its predecessor, 
though, as the primary source of enjoy- 
ment here is over-the-top action! 

Like Hyrule Warriors and the coming- 
soon Fire Emblem Warriors, FATE/Extella 
is a Musou-style design, meaning it 
throws you into battle against tons and 
tons of opponents on overcrowded 
battlefields and you get to enjoy slicing 
and dicing hundreds of them at a time. 
There are 16 different playable charac- 
ters, each with different classes and 
weapon types. (And for those interested, 
plenty of waifu options among the 
roster.) 

Welcome to the Switch, XSEED! Happy 
to have you back again! — LUCAS 


PREVIEWS 


LOST SPHEAR 


| Am Setsuna inspires a spiritual successor. 


THE WORLD IS disappearing. 

Vanishing. Evaporating into thin air. 

People and places and things are all just there one minute, and 
then the next . . . poof. Gone. Turned into mist for just a moment, 
then erased from existence. Only the memory of them remains, 
and even that is fading for everyone still lucky enough to be left 
alive. 

Yes, it's another bleak, despairing setting for Square Enix and 
Tokyo RPG Factory's next adventure, but then that shouldn't be 
too surprising for anyone who played Lost Sphear's not-exactly- 
uplifting predecessor, | Am Setsuna. 

That game — which we just reviewed in our last issue, if you 
want to open that one back up to re-read Chris' full evaluation — 
was created to be something of a spiritual successor to Chrono 
Trigger. It brought back that 1995 masterpiece's three-hero party 
configuration, the same active battle system and even directly 
copied a few of Crono's signature moves. What it didn't manage to 
do, though, was catch Chrono Trigger's lightning in a bottle again. 
It was a solid adventure and Chris recommended it as such, but 
it's clear the developers had some opportunity to improve on 
each aspect of its design. Lost Sphear is their attempt to do so. 

A crucial shift is that the dreariness of Setsuna's story seems 
inverted here. That game's goal was to deliver the heroine to the 
place where she'd sacrifice her life — a 20-hour march to the 
gallows. Here, the most melancholy moments seem to greet you 
from the start, as new hero Kanata wakes up one day to find his 
home has been somehow ripped from reality. His quest, then, is 
one of hope and restoration — he and his allies are working to 
restore to life everything that's been lost and erased, and that's a 
more positive and noble premise. 

Beyond narrative differences, Lost Sphear also increases the 
battle party from three to four, among other gameplay tweaks. 
We don't know much more yet, though, so stay tuned! — LUCAS 
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HEY! 


Olimar crashes and burns again. 


OK, SERIOUSLY NOW, just who was it who gave 
Captain Olimar his commission to be a captain, 
anyway? 

This guy can't fly. He crashed his spaceship, the 
S.S. Dolphin, in the first Pikmin game and had to 
spend a month jogging around an alien world, gath- 
ering back up all its broken pieces to try to cobble it 
back together and fly back home to Planet Hocotate. 
He would've been eaten alive by a Bulborb or a 
Burrowing Snagret had he not had the good fortune 
to befriend the Pikmin, those stalwart plant soldiers 
who took such a liking to him that they charged into 
battle on his behalf again and again! 

He managed to keep his craft intact in Pikmin 2 
just fine, but then he got another ship destroyed in 
Pikmin 3, stranding himself again even as he was 
replaced as the main character by a different crew. 
And now that he's back in the spotlight again? Bang. 
Zoom. Crash! Another S.S. Dolphin has gone down. 
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Olimar seriously needs to have his pilot’s license 
revoked if he manages to make it out of this latest 
ordeal alive. Once again it'll be up to the efforts of 
the Pikmin to keep him breathing and working to 
restore his ride — this time, though, the goal isn't 
gathering broken pieces of his rocket, but rather 
seeking out and storing up a source of fuel for it 
called Sparklium. 

While the plot may be eerily similar to the original 
Pikmin's, you can tell from the screenshots above 
that the gameplay is as far removed from that 3D 
strategy and management design as it's ever been. 
Hey! Pikmin is this series' first venture into the realm 
of 2D gameplay, repositioning the camera to present 
Olimar and his plucked-up plant pals from a side- 
scroling perspective. 

Using the touchscreen on whichever of the six dif- 
ferent variations of 3DS you choose, you'll tap Pikmin 
to chuck them around each environment, solving 
puzzles, fighting enemies and picking up treasures to 
carry back to Olimar's temporary home base. The 
action will be on a smaller scale this time — due to 


the smaller screen, necessarily so — so you probably 
won't have to worry about multitasking and keeping 
track of lots of different groups of Pikmin doing dif- 
ferent jobs in different parts of each level. Rather, 
this seems like a closer-knit quest, with Olimar 
ambling along in the company of smaller groups of 
Pikmin, never straying too far from their side. 

That may mean Olimar's closer to danger than he's 
ever been before, though! And danger in Pikmin 
games always means hearing the plaintive cries of 
poor little Pikmin getting chomped or drowned or 
barbecued. (You know the sound.) Thankfully, there's 
an easy way to recruit replacements if you do acci- 
dentally lead your troupe to their untimely demises: 
Tapping the new Pikmin amiibo (seen back on Page 
11) will instantly summon a new squad of soldiers to 
Olimar's side. At first, the amount of Pikmin brought 
forth by the amiibo will be low, but you'll be able to 
increase its effectiveness by expanding the "Pikmin 
Park," an in-game area cultivated by the same 
element you were already seeking out: Sparklium! 

The Pikmin probably don't want Olimar to spend 
too much of his rocket fuel to build some kind of 

great garden for them, though. At this 
point, they're probably just helping him 


4 because they're ready to be rid of him! 
a Go home, Hocotatian! And don't 
| try to fly a ship again! - LUCAS 
Y 
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An all-new RPG adventure . . . starring you! 
TO UNDERSTAND WHERE the 3DS is going, we need to 
remember where it's been — so let's take a little trip down 
StreetPass memory lane. The StreetPass feature was introduced 
with the launch of the 3DS in early 2011, but it didn't really take 
off until the portable itself ramped up in popularity later that year 
(some of the push can be contributed to the Ambassador 
Program, which came with a massive price drop). 

Originally, we just had two StreetPass sideshows — a puzzle 
piece collectathon and an RPG with a New Game+ option (Find 
Mii) — before the first major StreetPass Mii Plaza DLC hit in 2013 
and gave us four new adventures. In 2015 we got the zombie- 
themed Battleground Z and fishing-centric Ultimate Angler, 
followed by five more games in 2016. Copious amounts of Mii inte- 
gration were also present in a few other retail releases, most 
notably Tomodachi Life. It's been a slow draw to say the least, and 
even though Miis have been severely downplayed on the Switch, 
they still have life in them yet with Miitopia, set to drop on July 28. 

From where I'm standing it's basically a mishmash of Find Mii 
and Tomodachi Life, as players will send their Mii gang into battle 
by way of JRPG-style combat to defeat an evil Dark Lord. The dif- 
ference here is that relationships still play a major factor in your 
quest, as interactions influence micro-cinematics, Fire Emblem- 
style, and their synergy in combat. 

Anyone who owns a ton of amiibo should be happy too, as 
Miitopia will support them, granting players access to characters, 
modes or "other perks." In all, Miitopia — which has already been 
finding fans in Japan since last December — seems like a fitting 
swan song for both the 3DS and the Mii experiment. 


Though if Nintendo keeps the Mii train rolling past this year, | 
wouldn't complain! — CHRIS 
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MONSTER HUNTER 


PREVIEWS 


STO R | ES Finally leaving Japan! 


MY FIRST EXPERIENCE with Monster 
Hunter Stories was at TGS on location in 
2015, so it's hard to believe that it's still 
not here in the West. In fact, we still 
don't even have a release date outside of 
a fourth quarter window this year, which 
could be pushed back! So is it worth all 
this waiting? Yes and no, depending on 
what you want out of it. 

While it's easy to mistake Monster 
Hunter Stories as a direct spin-off of the 
series, the reality is a little less exciting. 
Billed as an entry-level stepping stone 
for the series, Stories is a lot more basic 
than the hardcore daily grind fans are 
used to. It's kind of a take on Monster 
Rancher, turn-based battle system and 
all, with the 3D field exploration of 
Monster Hunter proper. Your job is to 
make new monster friends and battle 
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with foes, but instead of putting CDs into 
your console to spawn creatures 
(remember that?), you steal their eggs. 

I wouldn't get too excited for the 
exploration element or battling, as 
they're limited to smaller fields and draw 
from a Rock/Paper/Scissors system 
respectively. When playing Stories | had a 
lot of mixed emotions, because while the 
brighter style and more pronounced 
monsters did draw me in more than a 
mainline Monster Hunter, | could already 
see the limitations with the formula by 
way of the demo. 

Temper your expectations, because 
Stories may feel dated by the time its 
localization finally launches — especially 
in light of the news that Monster Hunter 
XX is confirmed for the Switch. But 
whenever it arrives, l'Il have my full set 
of all six Monster Hunter Stories amiibo 
(all already imported from Japan, of 
course) ready to go! — CHRIS 
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XENOBLADE CHRONICLES 2 


We've had a closer look at this upcoming sequel, and it's upcoming sooner than we would have guessed! 


THE MYTHICAL “WORLD TREE" is 
a common trope in video games, but 
few have been able to depict its 
breathtaking majesty quite like 
Xenoblade Chronicles 2. Gaze out into 
the distance and you can spot its 
colossal trunk jutting out from the 
ocean of clouds that make up the 
game’s world, where life is confined to 
the backs of gigantic Titans that roam 
the swirling cumulus seas and 
humanity travels between the lumber- 
ing behemoths — each one home to a 
unique ecosystem of flora, fauna and 
indigenous races — via airships. 
Despite the number in its title, 
Xenoblade Chronicles 2 is now con- 
firmed to not be a continuation of 
Shulk’s story from the original 
Xenoblade, nor is it a narrative follow- 
up to Wii U's Xenoblade Chronicles X. 
Rather, the game tells an entirely new 
tale starring Rex, a "Driver" capable of 
summoning and controlling "Blades." 
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(Blades being, basically, living 
weapons.) One such Blade is Pyra, the 
mysterious girl clad in crimson armor 
from the game's debut trailer. Rex and 
Pyra are on a quest to find Elysium — 
the fabled paradise said to lie within 
the World Tree — and their journey 
takes them across the cloudy sea to 
different Titans, where they ultimately 
become entwined with a much larger 
conflict. 

Rex isn't the only character capable 
of wielding Blades; he meets a number 
of other Drivers in the course of his 
travels to Elysium. Nintendo revealed 
two during its Treehouse livestream 
playthrough of the game: Nia, the cat- 
like girl briefly spotted in the title's 
previous trailer, and a Nopon warrior 
named Tora. Nia specializes in healing 
Arts and her Blade Dromarch takes on 
the form of a large white tiger; Tora is 
the group's tank and wields a giant 
drill. Each Driver is able to conjure a 
new Blade from Core Crystals you 
acquire during the course of your 
journey, which can then be assigned to 
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one of the buttons on the left Joy-Con. 
The demo gave us a brief glimpse at 
two more Blades who Rex can 
summon: Fudor, a giant axe with water 
properties, and a wind elemental 
cannon called Kirim. 

Blades play an integral role in 
battles in Xenoblade Chronicles 2. As 
in the previous two Xenoblade titles, 
the combat system has players 
maneuvering heroes around the 
battlefield in real time and issuing a 
variety of different Arts attacks — 
though Monolith Soft has made some 
notable changes for this installment. 
For one, your Arts palette has been 
streamlined considerably. This time 
around, your Arts are tied to the four 
buttons on the right Joy-Con, and each 
Blade you summon brings with it a dif- 
ferent clutch of abilities. Likewise, 
characters still auto-attack once a 
battle has been engaged, though now 
they'll only do so when at a standstill, 
forcing you to more strategically 
position them around the battlefield. 
Despite its simpler interface, the 


battle system in Xenoblade Chronicles 
2 appears to be just as deep and 
engaging as in previous titles. 

While the game may not be a direct 
sequel to the first Xenoblade, it does 
feature many similarities to it. Unlike 
the more freeform structure of X, 
Xenoblade Chronicles 2 places a larger 
emphasis on narrative and characters. 
The game also retains many common 
elements from the original Xenoblade; 
old monsters like Arums and Bunnits 
can be spotted grazing around the 
lush fields of Garanti Plain, grounding 
the new adventure with some familiar 
trappings. 

Perhaps the most shocking thing 
we learned about the game, however, 
is that it is indeed launching this year 
— though Nintendo didn't pin down an 
exact release date outside of "Holiday 
2017." If it avoids a delay and does 
make it to market before Christmas, 
Xenoblade Chronicles 2 will be an 
appropriately epic capstone for what 
has been a remarkable first year for 
the Nintendo Switch! — KEVIN K. 
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Stop Thief from calling reinforcements! 


FIRE EMBLEM WARRIORS 


You vs. thousands upon thousands of foes. (They don’t stand a chance.) 


FOLLOWING UP HYRULE 
WARRIORS isn’t an easy task in the 
slightest, simply because it was so 
much fun. The large variety of charac- 
ters, moves and over-the-top action 
ensured a wonderful experience for 
everyone. The next best fit for a spin- 
off is Fire Emblem, and Koei Tecmo's 
wasted no time in making it happen! 
Fire Emblem Warriors follows twin 
siblings Rowan and Lianna, who have 
survived a devastating attack on their 
country. With no advance warning, 
portals to other worlds opened around 
their royal castle and unleashed 
monsters into their kingdom, Aytolis. 
Now, with the legendary Fire Shield in 
hand, they’ll need to call upon help 
from different realms to cleanse theirs 
— as well as find out what happened to 
their parents. 
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You likely already know what to 
expect from a Warriors game: You 
move your character around, swing 
your weapon at anybody who stands 
in your way and lay waste to thou- 
sands of cannon fodder foot soliders 
in the process. But with every cross- 
over, the developers of Omega Force 
try to complement a series' estab- 
lished mechanics. Fire Emblem 
Warriors sees the return of the 
Weapon Triangle (it was missing from 
Fire Emblem Echoes). This means that 
knowing your opponent's weaponry 
and skills is vital to your survival. A 
Sword can overcome an axe, but fails 
to leave a mark on a lance! 

Another element unique to Fire 
Emblem Warriors is the stun gauge, 
which will appear when you come 
across harsher foes — when exploited 
successfully, you can unleash a critical 
attack in the vein of Fire Emblem 
Awakening. Fire Emblem Warriors also 
allows you to freely switch between 
any hero on the field, a feature first 


Т1. Steel Sword 


Units a Map o Back 


seen in Hyrule Warriors Legends last 
year. Being able to bounce around like 
that makes missions that focus on 
multiple objectives a little less harsh. 
The characters you aren't currently 
controlling, meanwhile, can be given 
marching orders from the pause 
menu's map screen. 

In addition to that, allies can also 
team up in a method inspired by 
Awakening and Fates. It combines 
their individual powers into doubly 
flashy cinematic overkill attacks! 

Prior to E3 2017, Chrom was the 
only character we knew would be 
playable. The Expo's new trailer intro- 
duced us to several others, though, 
including Marth (the series' original 
hero, naturally) as well as Corrin, 
Ryoma and Xander, all from Fates. The 
selection seems thin to me so far, 
though — while | understand focusing 
on the big names from the newest 
sequels, I simply can't get behind 
these choices yet. Fixating on just 
Awakening, Fates and old-school Fire 


Emblem 1 is seriously underwhelming 
me, leaving me yearning for more fan 
favorites. If Lyn, from Fire Emblem on 
GBA, isn't added to the character pool, 
I'll be so disappointed! Hopefully the 
heroes revealed so far are just the 
beginning, though, and far more will 
be confirmed as the game nears it 
release date later this year. 

Finally, we got a look at the new 
Colosseum mode. In it, you'll fight 
against heroes one-on-one until you 
can't any more. Naturally there will be 
more soldiers and monsters to duke it 
out with, but the focus is on defeating 
the heroes at a brisk pace. If you're 
somebody who wants to learn all the 
ins and outs of the game, you'll get a 
kick out of the Colosseum! 

Many questions remain. Will the 
character variety improve? Will the 
story maps only take place in this new 
kingdom? Answers will arrive in time, 
but right now we can only hope. For 
now, prepare for a new kind of Fire 
Emblem this Fall! — DAAN 
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POKKEN { POKÉ 


TOURNAMENT DX 


A new feathered fighter Joins the fray. 


AND NO ONE was shocked in the 
slightest. 

When we were speculating on 
which Wii U games would be the 
best candidates for upgraded re- 
release on the Switch a few issues 
ago, Pokkén Tournament clearly sat 
at the top of the list of possibilities. 
The Pokémon Company had tipped 
its hand too much — specifically by 
adding four new fighters to the 
game's arcade edition in Japan, but 
refusing to add them to the Wii U 
version as DLC. It was easy to 
predict that they were simply 
saving them to be a selling point 
for an upcoming Switch port. And 
now we've got confirmation! 

Pokkén Tournament DX will be 
landing on the Switch in September 
with those four previously arcade- 
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only fighters in the mix: Scizor, 
Darkrai, Empoleon and Croagunk 
(as expected). What we got a little 
wrong in our prediction, though, 
was the new Sun & Moon represen- 
tative! We speculated that Gen VII 
would see recognition through the 
addition of Incineroar. Instead, it’s 
Decidueye who's been called into 
action! 

The fully-evolved Grass-type 
starter from Alola, Decidueye is an 
archer owl whose leaf arrows will 
pierce his opponents from afar. His 
quick, ninja-like movements let him 
mix things up in melee range too, 
though! (And if you didn't go Grass 
in Sun & Moon, worry not. Litten 
and Popplio are joining Pokken as 
new Support Pokemon.) 

Bandai Namco's also confirmed 
that the existing Pokken Pro Pad 
controller will still work with this 
new version. So get back to practic- 
ing, and get ready! — LUCAS 
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THOUGH IT'S NO surprise that 
The Pokémon Company is prepping 
areturn to Sun & Moon's tropical 
Alola Region, this game reveal 
didn't go exactly as most Poké- 
fans predicted it would. The rumor 
going around was that Sun & Moon 
would get a third version, but that 
it would be on the Switch and 
would be called Pokemon Stars. 
Rather, the series is staying on the 
3DS for at least a little while longer, 
and instead of a single third 
version we're getting kind of an 
encore of what happened when 
Pokémon Black & White inspired 
Black 2 & White 2 on the DS. Get 
ready for Ultra Sun & Ultra Moon! 
Yes, once again you'll have a 
choice between daylight or night- 
time motifs in both box art and 
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ULTRA SUN & ULTRA MOON 


The expected return to the Alola Region. 


representative Legendary Pokémon 
— though these aren't the same old 
Solgaleo and Lunala we first met 
last year. Both of them seem to 
have been partially fused with 
Necrozma, the jet black Prism 
Pokémon whose story was only 
hinted at in Sun & Moon. It's a sure 
bet that its role will be greatly 
expanded this time around, as it 
appears its shadowy nature is 
causing the brightness of the solar 
lion and lunar bat to be eclipsed. 

Besides a brief look at those two 
remixed Legendaries, not much 
else has been shown or told about 
Ultra Sun & Ultra Moon thus far. 
But don't let yourself get upset 
about their reveal! Their existence 
as 3DS releases doesn't mean the 
expected core Pokémon game for 
the Switch isn't happening. Mr. 
Tsunekazu Ishihara made a brief 
announcement at E3 that it's in the 
works as well! — LUCAS 


Mri Frosty 


KIRBY FOR 


NINTENDO SWITCH 


Further four-player fun in the Dream Land! 


| HAVEN'T DONE the math to 
know for sure, but I’m willing to bet 
that Kirby's now debuting more 
new games than any other Big N 
brand besides Mario (and that's 
only if you count all the Mario spin- 
off series all together). There is a 
lot of Kirby happening recently, and 
now we know of yet another quest 
that the pink puffball will be under- 
taking next year! 

Revealed during the Nintendo 
Spotlight broadcast at E3 2017, the 
currently working-titled "Kirby for 
Nintendo Switch" will serve as the 
insatiable eater's debut on the 
company's newest console. As 
longtime Kirby fans know, there are 
two major kinds of Kirby games: 
traditional sidescrollers where he 
eats baddies and steals their 
powers, and wacky off-shoots 
where he takes the shape of a ball 
or splits his body into 10 copies or 
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otherwise serves as the face plas- 
tered on some other wild gameplay 
idea. This game is one of the good 
old "normal" Kirby adventures — 
sucking up Waddle Dees, bashing 
Whispy Woods (for what, the 18th 
time?). Standard stuff. 

Except, of course, there’s always 
at least some small wrinkle in the 
tried-and-true design, even when 
it’s a normal Kirby sequel. This time 
he’s bringing back a few favorites 
from yesteryear: the ability to 
recruit baddies to become allies 
(from Kirby Super Star), the ability 
to fuse two powers together to 
create nifty combos (from Kirby 64: 
The Crystal Shards) and four-friend 
multiplayer (from Kirby’s Return to 
Dream Land). It’s quite a greatest 
hits collection, especially when 
they’re all mixed together like this! 

| lamented the design decisions 
that went into Team Kirby Clash 
Deluxe back on Page 19, so it’s nice 
to see a new, "real" four-player 
Kirby is on the way soon! — LUCAS 


PREVIEWS 


YOSHI FOR 


NINTENDO SWITCH 


Further two-player fun in the Woolly World! 


NOT TO BE outdone, Nintendo's 
other happy-go-lucky overeater 
also revealed a new Switch sequel 
in his series during E3. "Yoshi for 
Nintendo Switch" got more time 
and attention on the show floor, 
though, as it was demonstrated by 
the Treehouse team for a full half 
hour! (Kirby’s new game didn’t get 
played live at all. Sadly.) 

From that extended time in the 
spotlight we learned quite a bit 
about this new quest! As you can 
probably tell with just a glance, the 
same team who brought us Yoshi's 
Woolly World is handling develop- 
ment duty on this follow-up. Of 
course, this isn’t exactly the Woolly 
World any more — in that land, 
everything in the environment was 
made of different fabrics, yarn and 
basically anything else soft and 
cuddly that you’d find at a craft 
store. This time, though, the craft 
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supplies have multiplied! Now card- 
board, milk cartons, plastic cups 
and any other material you might 
see an elementary school art 
student use to build a diorama is 
part of the landscape. It’s kind of a 
cross between Woolly World and 
the all-paper look of Paper Mario: 
Color Splash! 

Beyond just a different visual 
approach, though, this Yoshi game 
builds a bit more complexity onto 
the Woolly World framework. Every 
level is now split in two: Yoshi can 
explore one path, like normal, and 
get all the way to the goal. But then 
he can jump back into the same 
level and explore a second reverse- 
side path in each stage! Things that 
were hidden from view from one 
perspective become clear on the 
flip side. And what’s more, when 
you play two-player co-op with a 
friend, a simultaneously ground 
pound with your partner will flip 
the level around instantaneously! 

I can’t wait to flip out! — LUCAS 
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HOW LONG HAS it been since 
Metroid graced our TV screens? Nearly 
seven long years. While we did get 
Federation Force last year, it was 
merely a stand-in for what could have 
been — a specter of the series' great- 
ness. Since 1986, Metroid has drilled 
to the depths of the action/adventure 
genre's core, inspiring an entire 
category of games (Metroidvanias), 
and leading the way with some of the 
greatest platformers ever created. It 
deserves a continuation of that legacy. 
Well, during E3, we finally got the 
news we've been waiting for — twice, 
actually! 

In addition to the long-awaited 
Metroid Prime 4 (a series that's been 
on ice for a decade), we also got a 
bonus announcement for Metroid: 
Samus Returns, "another" Metroid 
ІІ remake (more on that in a 
moment). Yep, Nintendo is giving 
us both 2D and 3D jaunts, but the 
former is coming out much sooner 
than the latter, as it's already set for 
a September 15, 2017 release on 3DS. 

This whole saga has been fascinat- 
ing. I’m even talking about Nintendo's 
recent history with Metroid — just last 
year, Project AM2R (Another Metroid 2 
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Remake), a very popular fan game 
from developer DoctorM64, was 
released. It was met by positive reac- 
tions from fans due to the fact that 
Nintendo hadn't given the series love 
in many years, much less in the 2D 
arena, but another group didn't take 
too well to it — Nintendo's legal team. 
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Yet another fan project bit the dust 
after it was hit with a DMCA (Digital 
Millennium Copyright Act) takedown 
notice, which led to DoctorM64 
shutting down production entirely. 
Fans were understandably upset, 
DoctorM64 made peace with the 
project, and we kind of went back to 
our day-to-day. All the while Nintendo 
was literally developing this project in 
the exact same vein! The entire realm 
of fan games is rife with stories like 
this, but at least this one had some 
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form of an ending. A happy one in 
DoctorM64's eyes, as he recently 
stated on Twitter, "N [Nintendo] won 
ЕЗ for me... Samus Returns looks like 
the Metroid 2 | always wanted to play." 

On paper it looks like a Metroid II 
I'd want to play as well, given the few 
advancements that Nintendo showed 
off at E3. Samus now has access to 
new toys, including a new Grapple 
Beam that can rip enemies from the 
ceiling as part of her new "Aeion" 
power mechanic. The developers have 
essentially incorporated a magic 
element tied to a meter that proxies 
as MP, and fuels abilities like a "Scan 
Pulse," which detects secrets. 

But perhaps the most sweeping 
alteration is the inclusion of a melee 
system. Adding a tad more action into 
the fray, Samus can now counter 
enemies with swipes, bringing to mind 
concepts like ripostes from popular 
hand-to-hand combat titles and Witch 


Time from Bayonetta. It's a brave 
new world for Samus, and looks 
different enough from her old 
games without going too over- 
board. 

Don't get sky high-hyped yet 
though, because it was also 
revealed that MercurySteam is the 
developer. You might remember 
them from the Castlevania: Lords 
of Shadow series, which had its ups 
and downs in the 3D realm, but was 
mostly a downward spiral when it 
came to 2D. I'm talking about none 
other than Mirror of Fate, the 
poorly received Metroidvania from 
2013 that you probably forgot 
about. Wait, Konami put out an 
actual 2D Castlevania game as 
recently as 2013? Yep, and I really 
hope we aren't having that same 
revelation in five years when we 
remember Metroid: Samus Returns. 

I'm getting way ahead of myself 
here, as that's my critical side 
talking. What we've seen of the 
footage looks great, it sounds like a 
few of the original creators of the 
Super Metroid soundtrack are back 
and Yoshio Sakamoto is overseeing 
development of the game. Yes, the 
very same Sakamoto who co- 
created Metroid in the '80s! 

While the jury's still out on the 
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combat and exploration elements, | 
really hope Nintendo is able to 
capture that survival horror feeling 
from the original. Galvanized by 
the monochromatic color scheme, 
19915 original Metroid II: Return of 
Samus on Game Boy did a fantastic 
job of making us feel vulnerable, as 
it tasked us with the insurmount- 
able goal of destroying droves of 
ever-evolving Metroids. It took the 
Ripley and Alien motifs that much 
farther after the first game wowed 
us with a sense of wonder and 
color. If you haven't played the 
original yet, consider giving it a go 
with an open mind (and perhaps a 
walkthrough in your back pocket). 
It's available as a 3DS Virtual 
Console download for just $3.99! 
As you can probably tell, | have 
mixed feelings with Metroid: Samus 
Returns. Given the pedigree of 
MercurySteam, I hope Nintendo is 
involved in every facet of this 
project and gives it the care it 
deserves. When this thing is 
actually loosed into the world it's 
going to be held under a micro- 
scope by fans, and it would bea 
shame if it had a negative rippling 
effect throughout the entire series. 
We only have a few more months 
before we find out! — CHRIS 
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NOW IN DEVELOPMENT FOR NINTENDO SWITCH 


METROID 
PRIME 4 


The reveal everyone was waiting for! 


THE POPULARITY OF AM2R 
(which we reviewed recently, in NF 
#23) might be what prompted 
Nintendo to go full steam ahead 
with Metroid: Samus Returns, their 
own Metroid II remake, but there's 
no need to guess what motivated 
them to announce Metroid Prime 4. 
The first three Metroid Prime titles 
were huge hits, most recently evi- 
denced by the Wii's Metroid Prime 
Trilogy collection rocketing to 
instant collector's item status. 
Taking place between the first and 
second Metroid games, the trilogy 
tells a self-contained tale about the 
pros and cons of refining and 
ingesting alien radiation, co- 
starring Dark Samus as both the 
primary antagonist and as a reflec- 
tion on how power corrupts. But 
with Dark Samus finally vanquished 
in Metroid Prime 3 [spoiler there], 
where could the series be headed 
from here? 

Anything's possible, though 
we've known for years that bionic 
bad boy Sylux, who first appeared 
in the DS spin-off Metroid Prime 
Hunters, has big things in store for 
him. In 2015, Prime franchise 
producer Kensuke Tanabe said, 
"There's still more I want to build 
around the story of Sylux and 


NINTENDO 


SWITCH TBA 
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Samus. There's something going on 
between them." which is probably 
why [spoilers again!] Sylux appears 
in the endings of both Metroid 
Prime 3 and Metroid Prime: 
Federation Force [end spoilers!]. 
With his Lockjaw ability making him 
an even match for Samus' legend- 
ary Morph Ball technique, Sylux 
could make for quite a rival for 
Nintendo's first lady of space. 

As for who's joining Tanabe-san 
in crafting the game, the only thing 
we know for sure is that it's not 
Retro Studios, the team behind the 
original trilogy. Some think Next 
Level Games is the most likely can- 
didate, as they did an excellent job 
with their part in developing 
Federation Force, though others 
are betting they were ousted after 
that experimental multiplayer- 
focused title ended up a critical 
and commercial disappointment. 

When it comes to gameplay, 
Prime 4 will retain the First-Person 
Adventure style that the series is 
known for. As we've seen in World 
of Goo, the Switch is capable of 
pulling off some pretty impressive 
pointer aiming, so there's a chance 
the game will also allow for control 
options beyond the traditional 
"buttons and analog sticks" variety. 

That's all we know for now, but 
hopefully we won't have to wait 
until E3 2018 to find out more! 

— JONATHAN 
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MARIO & LUIGI: SUPERSTAR SAGA 


* BOWSER'S MINIONS 


The brothers return to their roots with a remake. 


РМ A HUGE, huge fan of Mario & Luigi: 
Superstar Saga! It was the game that 
launched the whole Mario & Luigi RPG 
series back in 2003, and for me, none of 
its subsequent sequels have been able to 
outdo its beautiful blend of spot-on 
battle mechanics, glorious exploration 
and side-splitting comedic dialogue. It's 
pretty much perfect! 

... Which is why I'm a little leary of 
this just-announced 3DS remake. Deluxe 
re-releases of Wii U games on the 
Switch? I'm there. Total reimaginings of 
old-school classics, like Metroid: Samus 
Returns? I'm down for that. But, in this 
case, I'm thinking Mario & Luigi: 
Superstar Saga is a game that just didn't 
need to be remade. Its Game Boy 
Advance edition is still available as a Wii 
U virtual Console download for $7.99, for 


PUBLISHER: NINTENDO 
DEVELOPER: ALPHADREAM 
RELEASE: OCTOBER 6,2017 (WORLDWIDE) 
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goodness sakes! Why spend five times as 
much for the same game, remade with 
graphics that don't look as good as the 
original pixel art? 

So, yeah, Nintendo's got an uphill 
battle in convincing me of the merits of 
this one. If anything overturns my poor 
first impression, though, it's going to be 
the all-new Bowser's Minions part of the 
package. It's an added-on side story that 
follows a group of Goombas, Koopa 
Troopas and other common baddies 
under the employ of the Koopa King as 
they try to track down and rescue their 
glorious leader (after getting separated 
from him in the game's prologue). It 
promises not only a new story to experi- 
ence, but also remixed battle mechanics 
that have you controlling a whole horde 
of minions at once. That's nifty. 

We'll take a closer look at this remake 
next time, so come on back for a head- 
to-head comparison! — LUCAS 
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What... Wh-Where am I? 


Where's Lord Bowser? 
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LAYTON’S MYSTERY JOURNEY: 


KATRIELLE AND THE 
MILLIONAIRES’ CONSPIRACY 


The next generation of puzzle solving starts soon! 


THE GAME FORMERLY known as simply "Lady Layton" now has 
a much longer mouthful of a name. Fully titled "Layton’s Mystery 
Journey: Katrielle and the Millionaires’ Conspiracy," it's the debut 
adventure starring Professor Hershel Layton's daughter, Katrielle. 

Beyond the change in protagonist from the Top Hat Professor, 
this long-awaited series sequel should play similarly to its prede- 
cessors. You can plan on point-and-click exploration punctuated 
by plenty of conversations with suspects, bystanders and comic 
relief characters mixed together with the Layton brand's bread 
and butter: solving brainteasing puzzles! 

In the past, these puzzles have ranged from math problems to 
logic challenges, sliding-block puzzles to mazes. I'd assume the 
array of mindbenders that Katrielle will confront will be similar to 
those that vexed her father, but in the years that have gone by 
since the Professor last headlined a sequel in this series himself, 
one major real-world event has shaped the franchise's future: 
Akira Tago, the legendary Puzzle Master of the series and 
renowned creator of Japan's hugely popular Atama no Taiso quiz 
book series ever since 1966, passed away at the age of 90 last 
year. Even throughout his octogenarian years he was still the 
leading force in puzzle design for the Layton games - this, then, 
will be the first installment when the younger next generation of 
puzzle makers will have to take over for the master. 

I suppose that makes Katrielle taking over as the star for her 
father poetically appropriate. — LUCAS 


PUBLISHER/DEVELOPER: LEVEL-5 
RELEASE: JULY 20, 2017 (MOBILE); EARLY FALL 2017 (3DS) 


оггу, | should have introduced myself. 
I'm Katrielle Layton, 
of the Layton Detective Agency. 
These are my assistants Ernest and Sherl. 
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PREVIEWS 


NINTENDO'S NO-SHOWS OF E3 2017 


As usual, not every game we hoped to see ended up on the show floor. Here are four of this year's most conspicuously absent. 
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SUPER SMASH BROS. ON SWITCH 
MANY NINTENDO FANS thought a reveal of "Super Smash Bros. for Nintendo 
Switch" was pretty much a lock for this year’s E3, especially since the Bayonetta, 
Cloud and Corrin amiibo figures were set for a July 21 debut prior to the Expo. But 
with Splatoon 2 and ARMS already representing Nintendo’s new competitive 
eSports focus — and Pokkén Tournament DX joining that group with its reveal just 
days before the doors opened in Los Angeles — it seems Nintendo decided there 
were already enough fighters on the Switch for 2017. Though it pains us to have to 
wait further, it seems like this entirely inevitable sequel will now make its debut 


no earlier than 2018. Hopefully that means that, somewhere behind the scenes, 
even more content is being added beyond the few new characters we expected! 


ANIMAL CROSSING ON SWITCH 


HERE'S ANOTHER GAME that we're entirely convinced already exists in a 
Nintendo development office somewhere: a core series sequel to Animal Crossing: 
New Leaf! Though that 3DS installment in the series was just reissued with added 
amiibo functionality a few months ago, it's been over four years now since it first 
arrived. We've had the spin-offs Happy Home Designer and amiibo Festival since 
then, but no true, HD, home console sequel ever hit the Wii U. And holy Naomi, it 
was 2008 when Animal Crossing: City Folk came to the Wii! That means if Animal 
Crossing for the Switch arrives next year (which seems the earliest possibility 
now), a full decade will have gone by between home console installments. That's 
far too long! (Oh, and no mention of Animal Crossing Mobile at E3 either.) 


KIRBY'S 25TH ANNIVERSARY GAME 


THIS ONE'S ODD. Nintendo presented a new Direct video on April 12, and in it 
they confirmed a few new Kirby games: Team Kirby Clash Deluxe (already out), 
Kirby Blowout Blast (due out soon) and an as-yet-untitled 3DS-bound multiplayer 
action game meant to celebrate the series' 25th anniversary. It's supposed to be 
going on sale sometime in the "Holiday 2017" window, and yet there was no 
mention of it at E3! Instead, Nintendo revealed yet another Kirby game: the also 
as-yet-untitled Nintendo Switch adventure we just discussed back on Page 49. It's 
not due until 2018, though, so this still-unknown 3DS game will apparently be 
both revealed and released before the calendar even flips into the Switch sequel's 
release year. So who knows what's up here? Another Direct must be incoming! 


THE ACTUAL PIKMIN 4 


LASTLY, HERE'S SOME reassurance for you in case you've been freaking out 
over the stark change in gameplay direction being featured in Hey! Pikmin. It isn't 
supposed to be Pikmin 4! Some fans were worried it was, as Mr. Miyamoto had 
mentioned the existence of Pikmin 4 several times over the past few years (to the 
annoyance of Nintendo's PR team), and then Hey! Pikmin was revealed to the 
world with its shockingly different 2D take on Captain Olimar's adventures. But be 
relieved, as that crazy Shigeru went off the rails again at this E3 and confirmed 
that the real Pikmin 4 is still progressing through development. So play and enjoy 
Hey! Pikmin for what it is, knowing the "actual" fourth Pikmin game is on its way! 


DEBAIE 


SPOILERS: 


LET'S TALK SPOILERS. From what I've seen, it's not 
spoilers themselves that hamper people's enjoyment 
of a story — it's the way people focus on them. 

If a little boy decides that he can't sleep with a 
nightlight on, but for whatever reason, he ends up 
being stuck with a nightlight one night, he has two 
choices: One, he can just stare at the nightlight 
thinking, "This is so unfair, I'm never going to sleep 
now," and create a frustrating, self-fulfilling prophecy 
of insomnia for himself; or, two, he can say, "Ah, no 
big deal, ІЛІ just close my eyes and try to think about 
something else." | think it's obvious which is more 
likely to help him get to sleep sooner. 

The same goes for a girl who's about to get a shot 
at a doctor's office. If she stares at it as it goes in, 
thinking to herself, "This is going to hurt!" then it's 
going to be a lot more painful than if she looked away 
and thought about how good that lollipop is going to 
taste when she's done. 

That's the approach I suggest that people take 
with spoilers — if you bump into one that you think 
might ruin your fun, just try to think about something 
else! With all the information going into our heads 
every day, it's easy enough to let something you've 
learned about a game or a movie slip away from your 
active memory, as long as you don't consciously focus 
on it and how terrible it is. Catastrophizing spoilers 
only makes the situation worse. Besides, there's 
plenty of research that shows with many stories, 
spoilers can actually make things more enjoyable! 

In the end though, it's impossible for anyone to 
tell you what will or won't make you enjoy a story 
more. How much you enjoy anything has to do with 
so many factors — the way you feel at the time, the 
particular stylistic choices in the thing and what you 
associate them with, how much it reminds you of 
your own life at that moment and, maybe more than 
anything, your expectations. It's this last issue that I 
see as the real problem, more so now than ever. 
Modern AAA game marketing has created a group- 
think "hype culture" among some gamers that lives 
and dies by generating intense, often unrealistic 
expectations. I've seen this culture have a very bad 
effect on a lot of good people. Like junk food, hype 
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tastes great, but it's not always great for you. 

If people truly want to avoid feeling disappointed, 
the first thing 1 advise them to do is hope for the 
best, but expect the worst. That's not just a truth for 
video games either. As an adult, that's the approach I 
take with most things, and it's been a lot of fun so far. 


| think I’ve been pretty much all over the spoiler 
spectrum during the course of my life. 

Early on, I couldn't get enough of them. I think it 
was fueled by some video game magazines like 
Electronic Gaming Monthly (and on at least one 
occasion, Nintendo Power) proudly showing off the 
endings to several games — many of which I'd never 
beaten, some I'd never (and still have never) played. 

| think the turning point for me was with Dragon 
Ball Z, however. At first, as we were being drip-fed 
content from Japan, it was impossible to get enough, 
and since the series was old in its motherland as we 
were only just getting it, there was plenty of info to 
discover on the then-just-blossoming Internet. This, 
along with wrestling dirt sheets during the heyday of 
the Monday Night War, just made it feel really cool to 
be "in the know" when something happened that you 
knew about and no one else around you did. 

At some point, however, it lost its luster. | found 
spoilers were affecting my viewing experience. | do 
like a good surprise, but | was — as the term itself 
implies — spoiling myself. Going back to DBZ, | knew a 
lot of what was going to happen, but not always when 
or how, leaving me to be constantly anticipating 
things only for them not to come to pass this time, or 
the next, or the one after that. By the time something 
happened, it seemed almost anticlimactic compared 
to the wait. 

That's when I took a hard shift in the opposite 
direction — no spoilers. None. Woe be unto you if you 
spoiled me on anything! | remember reading a 
Destructoid headline that revealed Luigi was an 
unlockable character in Super Mario Galaxy and 
being just absolutely livid that | didn't get to discover 
that for myself. (The joke was on me, though; 1 never 


did get all 120 Stars, so it wouldn't have mattered 
anyway.) 

I’ve since mellowed out a bit on spoilers. While | 
prefer to remain unspoiled if possible, particularly on 
something new, | don’t mind if something | haven't 
gotten around to seeing or playing has been spoiled 
for me. After all, who knows when ІЛІ ever get around 
to it? No sense stifling the discussion. 

| haven't seen Guardians of the Galaxy Vol. 2 yet, 
but | plan to do so soon, so I'd rather that remain 
unspoiled. Doctor Strange, on the other hand, I’ve yet 
to get around to, so... whatever. 

With games, particularly announcements, it still 
kind of depends. | don't remember much build-up to 
the Inklings being in Mario Kart 8 Deluxe, and if 
someone told me before | saw the trailer, | doubt I'd 
feel like | was robbed of a great moment. But if 
someone had told me about Mega Man in Super 
Smash Bros. before I'd gotten to see that trailer and 
the build-up it had, I'd be pretty annoyed. 

1 guess where I'm going with this is that if it's still 
reasonable to expect someone hasn't seen or played 
something but is soon going to, it's better — and just 
plain respectful — to keep spoilers under wraps. But if 
you didn't know when someone casually mentions 
that Dr. Wily turns into an alien at the end of Mega 
Man 2... well, it's been almost 30 years, so when 
would you think it's safe to talk about? 


I'm with both of you regarding the impact spoilers 
can have on folks' experiences, but what is the 
dividing line between what constitutes a true spoiler 
and what doesn't? 

| remember reviewing Virtue's Last Reward for 
Destructoid some years back, and one commenter 
raised concern over my mention of the time travel 
mechanic — a very important function that expedites 
the search for alternate endings, as well as evolving 
the narrative beyond a basic "Choose Your Own 
Adventure" format. Thankfully, bringing this matter 
to my attention did not derail discussion, but it did 
tickle me ever so slightly to imagine that some 


people out there may potentially be too sensitive. 

David, you gave the example of Mega Man's Smash 
reveal. Someone hearing this news secondhand may 
be a bit miffed that they didn't get to enjoy the grand 
reveal trailer alongside the rest of the Internet, but 
c'mon! It’s a core game feature! New characters in 
fighting games are to be expected, and their 
presence is frequently used in marketing to sell 
people on the game. No one should be under any 
obligation to avoid talking about literal bullet points 
found on the back of the box. 

We should be able to have open and candid discus- 
sions about the latest games (or movies or so on) 
without having to check ourselves in case a couple of 
the participants haven't yet heard about certain 
features presently being advertised on game store 
posters or what have you. Just because someone 
chooses to go on a media blackout doesn't mean 
every piece of media is spoiler material. 

If we can agree on that, everything will be just 
dandy! 


Like I said, though, you can't underestimate the 
importance of timing. People should at least have a 
chance to experience that kind of reveal the way it 
was intended. 

| mean, can you imagine having to work when it's 
revealed and not being able to see the trailer, only to 
have it spoiled before you have a chance to catch up 
on news for the day? That would be considerably 
worse than someone mentioning it casually six 
months down the line, since odds are that if you 
cared that much about it, you'd have been following 
the game more closely to begin with. 


And when you fire up your favorite game sites, you'll 
see headlines stating "Mega Man in Smash!" Oops. 
Looks like you got spoiled by a non-spoiler in a casual 
headline. Is anyone really at fault for reporting 
general game news? 


| think my biggest beef with spoilers has to do with 
the motive of the person spoiling something. It's 
grandstanding. A way to hold the fact that they expe- 
rienced the moment first over your head and then 
rob you of that experience in the same blow. Having a 
desire to spoil something for someone shows a 
certain malice, or maybe just an uncompassionate 
nature. 

The Internet was particularly aggressive with Star 
Wars: The Force Awakens, revealing that film's most 
shocking moment anywhere and everywhere they 
could, even jumping to websites or forums that were 
wholly unrelated just to spoil the moment for as 
many as possible. A similar thing happened with the 
Harry Potter book series, where the spoiling of one 
particular plot point got so bad that spoiling that 
moment became a meme unto itself. 

1 agree in full that once enough time has passed, 
people should expect to be spoiled. Whether that 
time frame is weeks, months, years, etc. depends on 
the medium. People should perhaps wait until a 
movie is out of theaters and on a rentable format to 


spoil movies. Games are stickier, as many games 
require 99+ hours to complete, while others only 
hours. My rule is to only speak about endings 
vaguely, simply stating to someone interested in a 
game that they should definitely experience it on 
their own, or if the experience sort of fell flat. 

Of course, this is also contingent on age, as | 
wouldn't want to spoil things for my kids or any 
people who could have easily missed these moments. 
A quick review can even spoil some stuff though. 
Going in to see a movie or play a game that a friend 
has found lame sullies expectations. The only way I 
break the aforementioned rule is if loads of time has 
passed and | want to be nostalgic about it — like Mega 
Man 2's Dr. Wily alien battle — and assume that 
everyone who's anyone has played it. Then, the game 
shaming can really kick in. You didn't play THAT?! 


Question for the Ox: If you were waiting in line some- 
where and you overheard two people saying, "Hey, 
did you hear Mega Man will be in the next Smash?" 
before you saw the official reveal trailer, would you 
call out the two strangers for spoiling the news for 
you? Or what if the Mega Man reveal had somehow 
made it to a TV news broadcast that you happened to 
see by chance before the hype trailer dropped? 
Would you call the channel that broadcast the news 
and complain? 


Can't say that | would, but again, I've mellowed out a 
bit on spoilers over time, as | said. Once upon a time? 
I'd probably give a very sarcastic "thanks" about it. 

You can't avoid all spoilers all of the time without 
becoming some sort of shut-in, though, and perhaps 
not even then — even if all you did was watch TV and 
movies, there's a chance Homer Simpson is still going 
to spoiler The Empire Strikes Back for you. 

That said, and as Brett points out, I think it's more 
about personal consideration. Someone you know 
who knows you don't want to be spoiled on some- 
thing, but then they deliberately do it anyway. People 
not using spoiler tags on message boards. Things of 
that nature. 

Two guys standing in line and you happen to 
overhear? Well, that stinks, but it's not exactly their 
fault for holding a discussion, either. Driving through 
the parking lot of a bookstore during the launch of a 
new Harry Potter book and shouting out who dies in 
it? That's a pretty jerk move. 


| think this idea of malice and insensitivity that Brett 
and Ox brought up is key in understanding the deeper 
reasons why spoilers can damage people’s enjoyment 
of things. I see spoilers as being part of a larger 
conflict about control of information that’s popped up 
the past few years. Since 2014, I’ve seen a huge spike 
in people demanding spoiler warnings, trigger 
warnings and multiple other kinds of content 
warnings in their media. I’ve seen more petitions to 
have games censored or uncensored, localized or 
canceled, and even calls for game developers them- 
selves to be hired or fired (or worse) based on the 
messages they may be trying to send in their work. 


I’ve seen the growth of blocklists to stop people who 
we don’t know, but may not like based on [blank] 
criteria, from being able to communicate with us on 
social media sites like Twitter and Facebook. I’ve seen 
people try to drive game blogs into bankruptcy 
because of their writers’ opinions about Pokemon. 
The list goes on and on. 

So why are so many people willing to use guilt 
trips, virtue signaling, thought-police rule setting or 
even threats to try to control how and what people 
post online? | think it’s because at this point, the 
Internet has been around long enough that we've all 
felt burned or slighted by people who were either 
insensitive or downright hateful toward us online, 
and we want to protect ourselves from them in the 
future. That's fair to feel, but | think in the process of 
standing up for ourselves, we need to be careful to 
not become just as bad as the people who we're 
trying to oppose. 

Like Tony told us, not everyone who spoils some- 
thing does so out of malice or insensitivity. He didn’t 
think he was spoiling anything by mentioning in his 
review that time travel is part of the story in Virtue’s 
Last Reward. That's the kind of information that most 
people would want to know in a review. Tony was just 
trying to do his job, but because people have been 
pained by spoilers in the past, they may toss that old, 
rotten baggage onto him for sharing what they fear 
may be another spoiler. And so, they may call Tony 
out, or even demand that he gets fired from his job. I 
know it may sound ridiculous, but I’ve seen it happen 
many times to other games writers. A few of them 
eventually quit because the stress wasn't worth it 
anymore. As a result, the people who called for them 
to be fired felt like they "won," making them feel 
powerful, and all the more excited to go after some 
other games writer they don't like. 

This shows how both people who spoil games and 
the people who hate spoilers can be motivated by 
hostility and the desire to grandstand. To take the 
time to really assess people's motivations, instead of 
reflexively chastising them for their actions, is 
another good rule of thumb — almost as good as my 
previously mentioned "hope for the best, prepare for 
the worst" rule. 

It's funny that Tony would mention Virtue's Last 
Reward in this discussion, as splitting your timeline is 
the only way anyone could know for sure if a spoiler 
actually spoiled anything. You'd have to avoid the 
spoiler, then find another version of you who had 
branched off into a reality where you had seen the 
spoiler, and compare your relative amount of fulfill- 
ment with the story in question to know for sure if 
either of you were spoiled or not. 

Since none of that's possible, all | can do is return 
to the idea that if you go into a public space like the 
Internet, you may have information put to you that 
you don't like. No amount of spoiler warning requests 
will ever change that, so the best any of us can do is 
try to mitigate how much that information bothers 
us. 

Again, | guarantee that it's harder to forget some- 
thing that you hold up on a pedestal as a powerful, 
story-ruining spoiler than it is to toss some inconse- 
quential factoid you read online into your brain's 
"who cares?" folder. 
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OH, WELL 
HIS NAME 15 ACTUALLY AT THE END OF WOAH! 


"SAM A MAN"! IT'S SAMUS THE GAME- SPOILERS! 
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AND HOW 
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IN THIS GAME?! 
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CALLED JUSTIN? 


WHATEVER. 

I'M JUST GOING TO 
WRITE "JUSTIN BAILEY" 
ON THIS POST-IT NOTE 
АМР LEAVE IT ON YOUR 

REFRIGERATOR. 


BY MATTHEW LOFFHAGEN 
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DONKEY KONG 
GAME BOY, 1994 
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Now, l'm not sure how many Game Boy gamers of 23 years ago were legitimately shocked 
by this, but | imagine there had to be at least a few — and the eye-opening wonder they must 
have experienced is well worth remembering. Game Boy games were commonly very short 
adventures, so some players may well have thought that the re-release of Donkey Kong in 
1994 simply contained a remake of the arcade version's four small stages. But, surprise! 
After finishing those few levels in this edition, Donkey Kong wasn't down for the count. He 
sprang to his feet, grabbed Pauline again and took off to hide in the Big City! Mario had to 
fight through over 100 levels to knock off the big ape and rescue his girlfriend! — LUCAS 
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CHARACTER PROFILE 


What a meteoric rise in popularity and prominence! This band 
of bad bunnies has only been around for a little over a decade, 
but they ve managed to achieve more success than many 


FIRST APPEARANCE 


А С o Quo ! 
industry icons three times as old. Take a look at their journey! RAYMAN RAVING RABBIDS (2006) 
But the gang of adorably crazed And a few years later, the Rabbids so Bouncing back from the bottom, the Now, even though they haven't been 
albino bunnies proved so popular, eclipsed Rayman that he got kicked Rabbids scored their own cartoon in a game of their own in years, the 
they got a sequel within one year! out entirely. The series was theirs! series on Nickelodeon! screaming bunnies are making a 


huge comeback with a massive cross- 
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In their first game, the Rabbids were After that high, the Rabbids hit a low Their last Nintendo title, Rabbids 
merely new baddies meant to oppose in Alive & Kicking, a game all about Land, was totally overshadowed by 
Ubisoft's true hero, Rayman. slapping and stomping them. Nintendo Land at the Wii U launch. 
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If you're just discovering the Rabbids thanks to their If there's any cultural milestone that means a video As you've already seen elsewhere in this issue, the 
new alliance with a certain pasta-packing plumber and game brand has really "made it," I'd submit that getting Rabbids are next starring in a huge tactical team-up 
you want to check out some of their past work, Rabbids a cartoon series adaptation is it! It's been decades since with none other than Mario himself. It's certainly going 

Go Home is an excellent place to start. Most Rabbids the Super Mario Bros. Super Show and Legend of Zelda to be the pinnacle of the video game side of their 
titles have been multiplayer party games, but this one cartoons filled the airwaves of the late "805, but the career thus far, and it will be interesting to see how well 

was a single-player adventure in which the bunnies Rabbids are starring in animated adventures in the the game does, sales-wise. If it's a hit, will there bea 
barrel around the human world gathering garbage, all here and now! Their show, Rabbids Invasion, has had Kingdom Battle 2? Or maybe a different crossover with 

in an attempt to build a tower of trash to the moon! three seasons on Nickelodeon. Over 70 episodes so far! another Nintendo property? (C'mon Kirby + Rabbids!) 


BY LUCAS M. THOMAS 
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Ouch. I'm picturing this whole situation like some kind 
of grade school popularity contest: Rayman was the 
LET ME TAKE / coolest kid in school, enjoying everyone's attention and 


A SELFIE! respect . . . until the new kids, the Rabbids, showed up. 
Then everyone wanted to be friends with them and 
didn't even talk to Rayman any more! The Rabbids have 
scored a huge crossover with Mario, an honor that's 
only ever previously been bestowed upon Sonic the 
Hedgehog (and even then, the Mario & Sonic brand has 
only been used for Olympics games). Rayman, mean- 
while? The closest he's ever come to an official cross- 
over with Mario was when he got a trophy included in 
Super Smash Bros. for Wii U a couple of years ago. Not 
a playable fighter. Not even an assist! Just a static, 
unmoving trophy in the gallery. Yes, | think it’s safe to 


say that Mario doesn't return Rayman's phone calls. 
Luckily for the limbless wonder, his own platformer 
series has seen a resurgence over the past few years. 
He doesn't need Mario to acknowledge him when he's 
hopping and bopping just fine by himself! Rayman's 
next appearance will be in the new Nintendo Switch 
Definitive Edition of Rayman Legends, coming soon! 
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What Nintendo Power was writing about way back when. 


VOLUMES 38 AND 39 of Nintendo Power were 
headlined by cover stories for two of Nintendo his- 
tory's most legendary games from both inside and 
outside the company. The industry-shaping Street 
Fighter 11: The World Warrior took July's cover, while 
the unique and inspiring Mario Paint adorned 
August's. 

Other legendary titles were also featured, 
including latter-day Nintendo Entertainment 
System rarity Panic Restaurant. On Game Boy, 
Kirby's Dream Land and Wave Race were set to 
debut, while the Turtles were back (in time) in the 
Super NES port of the arcade hit, Teenage Mutant 
Ninja Turtles (IV): Turtles in Time. There were also a 
plethora of sequels to familiar titles on the NES, 
including Gargoyle's Quest II: The Demon Darkness, 
Casino Kid 2 and Contra Force. 

July 1992 also marked the fourth anniversary of 
Nintendo Power itself, prompting a "Password 
Giveaway" of four codes each for eight different 
games across all three platforms. Elsewhere, a 
Super NES Technology Update showcased a number 
of titles that sported the then-advanced art of digi- 
tized images, and August's issue held coverage of 
the Summer Consumer Electronics Show (CES), 
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THE MOST INTENSE TAKE ON PRINCESS PEACH 


complete with banners and costumed appearances 
from characters such as Wile E. Coyote, Felix the 
Cat, the Lost Vikings, Mega Man and Mario — atop 
Yoshi, no less! 

Player's Poll winners received either a Super 
Mario World pinball machine from Gottlieb or 
second-prize Super Mario World jackets in July's 
issue, and in August's, a trip to Hollywood to meet 
the creators of The Simpsons, complete with a tour 
of Fox Studios and a poster autographed by creator 
Matt Groening. (Crazily, that show's still going!) 

Celebrity Profiles turned the spotlight on Tori 
Spelling and the duo of D.J. Jazzy Jeff and the Fresh 
Prince, a.k.a. Will Smith, who proclaimed The 
Legend of Zelda: A Link to the Past as his favorite 
game of the time. In the Top 20, Mario dominated 
every console for both months — except on Super 
NES in August, where Will Smith's top pick came 
from behind to eclipse Super Mario World by nearly 
four to one! 

Finally, August's issue featured a header no one 
would expect to see from Nintendo today, as it pro- 
claimed "Sony Rocks." It was the calm before the 
storm, as the fallout that led to the PlayStation's 
creation happened soon after this! — DAVID 
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Ubisoft is supposedly giving everyone's favorite princess a bit of a bolder personality in the new Mario * 


Rabbids crossover game, Kingdom Battle, but 25 years ago was when Nintendo Power first depicted her as a 


take-no-prisoners warrior woman ready to blow the Koopalings to kingdom come! "Sur-Prise!" indeed! 
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INIERVIEW 


NF: How did you two get started in 
your respective game-related 
careers? 

BRENT: My game-related career 
began when I started singing songs 
about video games on YouTube. The 
more I did that, the more people I met 
from the development side. One of 
them, obviously, was Julian. | also 
wrote content for a 2012 app called 
The Comedy Central Indecision Game. 
JULIAN: I’ve been in the industry 
since 2005, when I started doing some 
contract programming for various 
studios. In 2006 I started Frozen 
North Productions, developing games 
including Flip's Twisted World (Wii) for 
Majesco and Dragon's Lair for Xbox 
Live Arcade. After that | worked at 
Silicon Knights to help ship X-Men 
Destiny and also worked on the now- 
canceled Shadow of the Eternals. 
Since then I’ve been working in mobile 
games by day and pursuing indepen- 
dent console projects like Use Your 
Words by night. 


Brent, what drove you, Mr. Musical 
Funny Man, to make the jump into 
game development? And Julian, why 
did you team up with this goofball? 
BRENT: I had been coming up with 
ideas for video games for years. A few 
times, | actually approached Julian 
with an idea and he’d say something 
like, "OK, but where are you gonna get 
the $5,000,000 it would cost to make 
that game?" Very practical advice. But 
two things drove me to actually move 
past the idea phase and into produc- 
tion: A game that | knew how to make 
and a partner who knew how to make 
it better. 

| had played party games for years, 
and would often speculate about how 
they could be made better. With my 
experience writing comedy, | felt 
pretty confident in my ability to write 
material for a comedy party game. But 
the final key was that Julian believed 
in the idea. He felt that we could take 
this on together, and that was enough 
to seal the deal for me. 
JULIAN: As Brent mentioned, he'd 
come to me in the past with a bunch of 
ideas that, while awesome, just 
weren't feasible without a sizeable 
investment. When he came to me with 
what would become Use Your Words, 
however, it was different. Usually 
when someone comes to me with a 
concept my response is, "That's great, 
you should totally make that, but I 
have my own ideas!" With Use Your 
Words, Brent had really come up with 
an idea that played to his strengths 
and seemed really compelling to me, 
so | jumped on it! 


Julian, you already have a large and 
varied repertoire of games under 
your belt. How did you and Brent 
decide that this would be the perfect 
first project for Smiling Buddha 
Games? 

JULIAN: Honestly, it was just out of 
sheer excitement for the idea that 
Brent had conceived. To help solidify 
the concept and pitch me on it, Brent 
had put together a video mockup of 
what the game could be like. The 
game has changed dramatically since 
then, but | immediately knew | wanted 
to be a part of it. Also, having been in 
mobile for the last five years, | was 
very eager to dip my toes back into 
console game development. 


Use Your Words is on several plat- 
forms, but your original targets were 
Steam and Wii U. What attracted you 
to Nintendo's console? 

BRENT: Two things attracted me to 
the Wii U: First, my YouTube audience 
has largely been Nintendo-centric, so 
it was a good move from a demo- 
graphic perspective (especially before 
we knew the Switch was so close to 
release). But the second reason was 
just the simple fact that | had grown 
up a huge Nintendo fan and releasing 
my own game on a Nintendo console 
was the fulfillment of a dream. 
JULIAN: It was also a really known 
quantity, at the time. I'd developed for 
the hardware before so | knew the 
limitations and Nintendo's Lot Check 
process. That being said, we're incred- 
ibly happy to announce that Use Your 
Words will also be released on the 
Switch console sometime this 
Summer! 


There are many similarities between 
Use Your Words and the Jackbox 
series of games. What would you say 
are the standout differences? 
BRENT: Use Your Words has some 
structural similarities to a few Jackbox 
games, but we're most often 
compared to Jackbox's comedy game 
Quiplash. The big differences between 
Use Your Words and Quiplash include 
multimedia (film clips and photos) and 
our unique 1960s vibe, but the thing 
that really sets Use Your Words apart 
is the house answer system. It started 
as a way to give players an escape 
hatch if they couldn't think of an 
answer for a particular prompt. They 
can use one of our house answers as a 
decoy by using the "House Decoy" 
button. It’s a gamble because the 
house answers aren't always funny 
and you get fewer points if you use 
one, but it gives every player a 
fighting chance. 
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The house answers also mean more 
laughs per game. No player will laugh 
at every house answer, but even the 
"less funny" ones are often obscure 
nerdy references and maybe 396 of 
players will get a kick out of them. Our 
house answer concept started as an 
accessibility feature, but ended up 
adding a lot of strategy and psychol- 
ogy to the game. It's simple on the 
surface, but it adds an unpredictability 
that makes the game new every time 
you play. 


Both of you are musicians, so it's sur- 
prising that you didn't opt to create 
original compositions for your game 
(unless there's a track or two hidden 
in there that we don't know about). 
Tell us about who you chose for your 
score and voiceover work, and why 
you chose them. 

BRENT: As a composer, my video 
game music wheelhouse is cartoony 
platformers and colorful adventure 
games. For Use Your Words, we really 
wanted a soundtrack that felt authen- 
tic to the 1960s visual style we were 
going for. The way microphones 
captured orchestral music in the '60s 
has a very unique sound, and there 
came a point when I realized it would 
be more work to simulate that sound 
than to license the real thing. We 
tracked down the copyright holder of 
a 1960 bachelor pad album called 
"The Sound of Speed," and the rest is 
history. 

JULIAN: As a synth player I felt that 
anything | could contribute to the 
game sonically would feel really out of 
place for the aesthetic we were going 
with, so І totally agreed with Brent. 
That being said, | think our audio pre- 
sentation is one of the game's stron- 
gest points. Our voiceover artist, Ed 
Kelly, has been amazing and an 
absolute dream to work with. 


What are some of the pros and cons 
of working on a game like Use Your 
Words, in comparison to your past 
projects? 

BRENT: In my case, none of my past 
projects had involved video game 
design, so for me the biggest pro and 
the biggest con were my own personal 
learning curve. Luckily, the team was 
patient with me and always willing to 
explain something to me (even if it 
was obvious and fundamental to 
them). Another big pro and con was 
the three-player minimum — the con 
was that it's very hard to test the 
game, but the pro is you always have 
an excuse to throw a party! 

JULIAN: This game was a very differ- 
ent kind of challenge to work on. 


While the game is definitely more 
graphic design-y than most of the 
games I’ve worked on and a lot 
simpler, aesthetically speaking, | had 
to do a lot of research into the net- 
working side of things: real-time 
server development, the Websocket 
protocol and creating a backend that 
is scalable under a pretty large load of 
users. It was a lot of fun and | defi- 
nitely learned a ton in the process. 


How does it feel to still be working as 
a Wii U developer in the middle of 
2017, and is there a support group 
for that? 

BRENT: If you find one, will you 
please tell us? Seriously though, the 
main thing I’ve noticed is how many 
people assume an old console is dead 
once the new one comes out. We live 
in a strange time: People are quick to 
deem Nintendo's 2012 console "dead," 
but they're also upset that they can't 
buy the miniature version of 
Nintendo's 1985 console. My most 
advanced console was the SNES until 
the year 2000, so | figure there are a 
lot of people out there like | was as a 
kid who appreciate new games for the 
non-newest console. 


Any ideas about future projects? Can 
we expect a "Use Your Words with 
Lyrics" in the future? 

BRENT: As for the future of Use Your 
Words, we'd love to continue expand- 
ing the game with new content and 
even some new minigame categories. 
I'd love to see someone else write 
"Use Your Words With Lyrics." Talk 
about bringing things full-circle! 
JULIAN: We're definitely brainstorm- 
ing ways that we can keep expanding 
the game, that's for sure. I'm also 
working on some new prototypes that 
may or may not blossom into full 
projects. 


Over the past five or so years, what 
are some of the biggest changes 
you've seen in terms of game genre 
supply and demand, and where do 
you think the biggest opportunities 
are right now? 

BRENT: My perspective on this is 
mostly as a producer of video game 
content on YouTube. It seems to me 
that in 2017, games do better if 
streamers play them. That's one thing 
we were banking on with Use Your 
Words: It's a great way for fans to play 
along with their favorite streamers in 
nearly real time. 

JULIAN: Geez, so much has changed 
in the past five years, it's hard to even 
identify them all. We've seen the 
dramatic rise of "freemium" gaming, 
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first in mobile, then in the PC space 
(especially with MOBAs), and now 
console. We're seeing the saturation of 
once-heavily curated marketplaces 
like Steam, and the slow arrival of VR 
that is viable. It's a pretty great time 
to be a developer because there are so 
many opportunities to work on cool 
content, but with that comes 
increased challenges in getting your 
game discovered by your target 
audience. 


If you were allowed to make a new 
game in any Nintendo franchise, 
which would you choose and why? 
(And yes, Eternal Darkness still 
counts as a Nintendo franchise.) 

I've written quite a few video 
game music tracks for colorful plat- 
formers, and | almost always think to 
myself, "What would | write if this 
were a Mario game?" So asa 
composer, I'd love to work on a Mario 
game. As a developer, it would be fun 
to dig around in the Mario Party fran- 
chise, since 10096 of my experience as 
a designer has been in party games. 

Well, I've been there with 
Eternal Darkness... but if | had to 
pick a franchise it would have to be 
either the Mario & Luigi RPG series or 
Metroid. | just have so much love for 
pretty much every entry in both of 
those IPs and I'd love to be a part of 
either of them! 


Finally, if you could have any super- 
power, what would it be and why? 

So many problems in the 
world arise from disagreements about 
what actually happened. | think it'd be 
a pretty cool superpower to close my 
eyes and just be able to see what 
really happened on any given topic. I 
don't know if the X-Men would let me 
in with that power, but I figure I could 
help out scientists, cops, divorce 
courts — all kinds of things. 

My answer is a lot more 
boring than Brent, but I’ve always 
thought that telekinesis would be a 
power that's right up my alley. 
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Put Up Your Dukes 


THE FIRST ALL-NEW first-party 
creation for the Nintendo Switch is a 
spring-loaded hit! 

The new two-in-one system 
launched with the masterful The 
Legend of Zelda: Breath of the Wild, 
but that game started out in develop- 
ment as a Wii U project and also 
shipped on that now-supplanted 
system, so millions of people played it 
there. Then Nintendo's second big 
first-party release for the Switch was 
Mario Kart 8 Deluxe (reviewed a little 
later on in this issue, a few page-flips 
away), but it too had Wii U as its point 
of origin. 

And so it falls to ARMS, Nintendo's 
third major retail release for the 


all-new Switch, to set the tone for 
what original, this-gen-originating 
Nintendo game designs are going to 
be. 

I think we're in for one awesome 
generation! 

Like Splatoon was two years ago, 
ARMS is a brand-new IP with brand- 
new ideas — another indication that a 
younger generation has taken the 
reins behind the scenes at the Big N. 
Lots of what made Splatoon such a 
success is replicated here: bold colors, 
youthful energy, inventive gameplay 
ideas and even a style of world- 
building that should appeal to all 
cultures around the globe. Even the 
competitive, eSports-ish feeling that 
fueled Splatoon has been replicated 
here, as Nintendo takes one more step 
toward establishing themselves fully 
in that side of gaming culture. 

In how it plays, though, ARMS is 
entirely its own animal. This is a take 
on the fighting genre we've never seen 
before. It’s a one-on-one, head-to- 
head battle between two brawlers 
trying to be the first to deplete their 
opponent's HP bar, true, but the 
camera's been positioned behind the 
fighter instead of to the side. 

Oh, and everyone's arms have been 
swapped out for Slinkys! The heart of 

ARMS is the arms themselves, able to 
be extended for dozens of feet 
beyond a normal human's arms' 

length, striking out across the whole 
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expanse of an arena to punch oppo- 
nents standing all the way at the 
opposite end. Seeing boxers with the 
ability to pummel each other without 
being anywhere close to each other's 
personal space is hilarious, and it 
makes for some great motion-directed 
gameplay. 

We've seen Nintendo take on 
boxing with motion controls before, 
but there's almost no comparison 
between the nuanced, subtle and 
incredibly precise control of ARMS and 
the wild, off-the-wall wagglefest that 
was Wii Sports Boxing over a decade 
ago. You're once again holding a 
Nintendo controller in each of your 
two fists and once again striking out 
toward the screen with real punches in 
order to command your on-screen 
persona to do the same, but in ARMS 
the movement of striking out with 
your hands is just the beginning. After 
your punch begins you then have a 
few moments before your character's 
spring-like arm fully extends. During 
that span of time between the start of 
a punch and its moment of impact on 
your opponent, you can tilt your hand 
to curve and redirect your glove's tra- 
jectory. Doing so is essential, in fact, 
as precise course correction after a 
punch is initiated is needed to ensure 
that the moment of impact happens at 
all! If you just fling out random 
punches willy-nilly, your foe will 
easily dodge your onslaught. 
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Dodging is motion-controlled too, 
as is blocking and attempting a grab. 
All those actions are tied to a different 
tilt of the two Joy-Con controllers held 
in each of your hands, and while only 
small, simple movements are needed 
to activate each action on the screen, 
you'll still probably work up a sweat 
after an extended play session with 
ARMS. This is motion control that 
works — far and away better than 
what we first experienced way back in 
2006. 

Of course, having said all that, it's 
important to note that the motion 
control in ARMS is entirely optional. 
After starting off with it and playing 
the game the way Nintendo's been 
promoting it in ads — and being genu- 
inely impressed, mind you — I've 
settled into a more regular rhythm 
with the Switch Pro Controller in hand. 
Using it, ARMS becomes a more tradi- 
tional game experience with every 
action tied to a simple button press. 
Punching with your character's left 
and right fists is mapped to the back 
triggers on the left and right, which is 
perfect. 

The only caveat to traditional 
control is that you sacrifice the 
subtlely and precision of curvature in 
your punches when you aren't using 
motion to redirect them. You can use 
the left Control Stick to redirect their 


vectors a bit, but that's only one stick, 
so you can't give commands to both 
your flying fists simultaneously. Button 
control seems fine for single-player 
play on lower difficulties and even 
messing around with just-for-fun 
online matches, but | have a feeling 
that anyone who rises to the top of the 
ranks in Ranked Battle or goes pro in 
whatever eSports scene ARMS ends up 
inspiring will do so because they've 
mastered the motions of wielding dual 
Joy-Cons. 

Beyond the basics of how the game 
handles, ARMS offers a wide variety of 
ways to win. A total of 10 different 
playable characters have launched 
with the game (which more to be 
added later), and each one has unique 
abilities that mix up their matches. 
From Ribbon Girl's multiple jumps to 
Ninjara's ability to teleport short dis- 
tances, from Master Mummy's power 
to regenerate his own health to 
Twintelle's power to slow down time 
itself, each member of this colorful 
cast has a special hook that invites 
experimentation. 

The character designs, meanwhile, 
are all winners. This is a way ARMS 
rises above Splatoon, as the individual 
personalities and looks of these 
fighters make them feel like real char- 
acters that will each find fan follow- 
ings more so than the Inklings (few of 
whom have had individual personali- 
ties beyond the Squid Sisters). No 
knock on Splatoon! It's just that the 
ARMS cast is truly incredible. 


After the strong first impression 
made by the character select screen, 
though, ARMS does fall flat in the 
follow-up. There's no real story mode 
in ARMS to flesh out these fighters. 
The single-player Grand Prix mode 
offers a Street Fighter-esque string of 
battles against each other member of 
the cast after you select the one you 
want to see win, but Street Fighter 
games have frequently woven in 
cutscenes and story beats to give you 
a sense of who its fighters are when 
they're not, well, fighting on the 
streets. ARMS doesn't offer that. Not 
yet, at least! Nintendo's promised to 
expand the game, so maybe some 
better narrative is coming in a future 
update. But as it is now, at launch, it's 
lacking. 

The most egregious example of the 
game's story vacuum is with Master 
Mummy. Narrator character Biff sets 
up his backstory by saying that he's 
been brought back to life and is com- 
peting in the ARMS League in hopes of 
finding out what happened to his 
family after he died . . . but that's it. 
The story is set up, but then there's no 
follow-through. Does he 
actually find his long- 


lost relatives? Does sal, 
Жү 
һе get some sense Hong 7 
of closure? How Wy А 
long was he dead vi y ( 
before being MN 
revived? We ( 


don't know. We 
aren't told. 


| suppose it might seem silly for my 
chief complaint about a fighting game 
to be a lack of story content, but then 
| think that's just a reflection on how 
strong these character designs are. 
I'm instantly in love with this world. I 
want to know more! | want to know 
the history, the lore. | want to 
immerse myself, but the pool is too 
shallow to do so so far. | suppose I'll 
just have to be patient! (Maybe ARMS 
will inspire a manga, also like 
Splatoon.) 

When | was able to break myself 
away from my pursuit of story beats 
on the single-player side of the game, I 
dove into the online multiplayer and 
had a blast getting bashed by those 
better than me, but also dealing out 
plenty of KOs of my own. Nintendo 
wisely offered two weekends of demo 
play called the Global Testpunch in 
advance of ARMS’ full retail release, 
and I think that was wise: It instantly 
showcased to millions of curious 
Switch owners just how fluid and fun 
the online experience is here. Players 
get matched up in party rooms and 
randomly paired up for all kinds 
of match types, from normal 
one-on-one brawls to four-way 

tag-team matches, from Hoops 
and its pugilistic take on good 
old basketball to Skillshot and 
its test of targeting tactics. 


(Skillshot is my least favorite of the 
bunch; it seems more like Luckshot 
half the time. But maybe I'm just bitter 
at a few too many losses.) 

If ARMS is where Nintendo is begin- 
ning their first-party efforts for the 
all-new Switch generation, then | can't 
wait to see how this system's entire 
game library is going to look years 
from now! This is a fantastic start and 
a fantastic new brand from a company 
that's breaking free from their over- 
reliance on nostalgia more and more. 
ARMS has a few gaps to fill in, but 
updates are on the way, so get in on 
the ground floor now! — LUCAS 
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WITH FINELY COILED COIFFURE 


SPRING MAN 


ARMS arrives with 10 playable characters to start, 
each with their own strengths and weaknesses. 
Going in, my assumption was that Spring Man, the 
game's most prominent fighter, would be the most 
well-balanced, middle-of-the-road choice that's 
best for beginners — in practice, though, I'm not 
convinced that's the case. One of his signature 
abilities is a power to generate small shockwaves 
around his body to deflect incoming attacks, but 
the timing for how to activate that isn't really 
explained anywhere in-game, so it'll likely end up 
being unused by most players. His other unique 
trait kicks in automatically, at least: His punches 
become constantly charged when his health drops 
below 2596. Of course, that's only useful if you're on 
the verge of losing a match, which ideally shouldn't 
happen all that often. Spring Man seems like he'll 
be a character who players choose a few times 
early on while learning the basics of playing ARMS, 
but then will be forgotten as those players find 
their personal favorite elsewhere in the roster. But 
if you can master his shockwave, stick with him! 


ALWAYS HAPPY TO SIGN AUTOGRAPHS 


RIBBON GIRL 


Since I'm asserting that Spring Man isn't actually 
the best character for beginners, | need to award 
that honor to another — and Ribbon Girl is it. Unlike 
Spring Man's awkward-to-activate shockwaves and 
auto-charging that only kicks in when he's nearly 
defeated (both weird circumstances), Ribbon Girl's 
signature skill can be triggered from the first 
second of any bout. She can jump multiple times! 
That's it. Simple as that. You press the jump button 
and she takes to the sky, but then, while she's 
airborne, you can press the jump button again to 
send her further up. Then again, then again! She 
can string together as many as four consecutive 
leaps before having to touch solid ground again, 
and that unmatched aerial mobility is both easy for 
newbies to grasp and a powerful tool for masters to 
wield once they've practiced with her over a long 
period of time. Ribbon Girl can also quickly dive- 
bomb out of the air when she needs to close the 
gap with her opponent fast, and she has access to 
whip-cracking Slapamanders by default, which are 
annoyingly hard for any foe to counter! 


TIME FOR A CHAIN ATTACK! 


NINJARA 


Given how frequently he was chosen by players of 
the ARMS Global Testpunch, | know I'm not alone in 
my appreciation of the student of stealth, Ninjara. 
This Ninja College senior has arms made of lengths 
of chain, a traditional shinobi tool made untradi- 
tional by the fact that there are wacky boxing 
gloves, missiles and the like attached to the end of 
them. The other aspects of his skillset are firmly 
fixed in ninja tradition, though, in that he can dis- 
appear and reappear in an instant, leaving only 
clouds of smoke behind in the position he just 
vacated moments ago. This quick, short-distance 
teleportation power makes Ninjara difficult for 
opponents to target, both in the air and on the 
ground — even when he keeps his feet planted and 
blocks, he'll automatically poof away in an instant 
teleport the moment any strike lands on his shield. 
Combine all that with what seems like an easier 
ability to land grabs than other characters, and 
Ninjara's become my personal favorite early on. 
We'll see if he keeps that crown as I practice 
further with the other fighters! 


COMING UNRAVELED 


MASTER MUMMY 


Every fighting game needs a big, bulky bruiser, and 
Master Mummy's taken on that job for ARMS. His 
huge, hefty frame gives him the worst aerial 
mobility among the cast, and he's slow in moving 
around on the ground, too. No use trying to outma- 
neuver anyone when you're playing as the mummy 
man! Rather, he's meant to be played as a defen- 
sive counterpuncher. His default Megaton ARMS are 
built just for that purpose, as their weight allows 
them to knock any other incoming attacks out of 
the air. If you manage to successfully deflect an 
assault like that and then get in a successful grab, 
you'll see that Master Mummy has a more powerful 
throw than anyone else — which pairs nicely with 
the fact that his home arena, the Mausoleum, has a 
destructible floor that breaks to reveal a trampo- 
line if you slam foes into it enough times. Another 
trick is that his bandages will restore his HP while 
you're guarding, with seems a little overpowered 
until you realize how it's almost impossible for him 
to ever have enough time to freely sit back and let 
the healing happen. Fights just move too fast! 


MIND OVER MUSCLE 


MECHANICA 


1 also should have mentioned just now on the left 
that Master Mummy resists flinching from punches 
thanks to his massive body, but I can mention it 
here since Mechanica shares that same ability. In 
this innovative inventor's case, though, the "super 
armor" is only in effect when she's on the move — 
you can't just stand still and absorb blows like the 
undead dude over there. It's just as well, because 
Mechanica's robo-suit has a built-in jetpack that will 
make you want to constantly move while playing as 
her, especially to soar into the sky and remain 
there, hovering in place or zooming back and forth, 
raining punches down on opponents from above. 
Mechanica, in the in-game lore, is a huge fan of 
Ribbon Girl, so it makes sense that this normal 
human girl would use her brilliant mind to invent a 
fighting bot at least partially inspired by her idol's 
mastery of the air. Matches waged between the two 
of them often feature both "flying" more often than 
keeping their feet on the ground! Mechanica's also 
emerged as an early leader, win percentage-wise. 
Potentially a top-tier selection here? 


SUMMON THE DRAGON 


MIN MIN 


As she was revealed to the world shortly before our 
last issue was published, | was able to gush over 
this ramen-themed wonder in our last ARMS 
preview. And I still feel just as excited about her 
now, having played as her quite a bit in the final 
game! That said, Min Min's no beginner character — 
it takes some practice to get used to her two 
unique abilties. The first and most obvious one 
appears right in her promo art: her dragon-scaled 
left arm. To begin with, both of Min Min's arms are 
made of ramen noodles. Get her charged up cor- 
rectly, though, and the left one transforms itself 
into a coiled dragon that amplifies the power of all 
attacks unleashed by its equipped weapon. The 
actual Dragon ARM is the natural pairing, but you 
can put any other glove on that left hand too, 
giving you access to other options like a super- 
sized, electrified Megawatt. It's fun to play around 
with different combinations! Min Min's other ability 
is her power to kick in mid-air to deflect attacks, 
but I'm still not great at timing that correctly. Woe 
to those who battle true Min Min masters, though! 


WHEN SCIENCE GOES TOO FAR 


HELIX 


Hoo, boy! Just look at this goofy glob of goo. Helix 
(also known as "DNA Man" in Japan) is a science 
experiment gone... wrong? Right? Gone weird, for 
sure, as he's a living, gelatinous version of those 
wacky waving inflatable arm-flailing tube men seen 
drawing eyes toward used car lots around the 
world. (I can only assume they're popular interna- 
tionally. | will do no research to disprove myself.) 
Anyway, Helix is a weird one, and his jelly body 
gives him a unique power of flexible shapeshifting. 
On command, Helix can extend his body upward, 
maintaining double his normal height to give 
himself the high ground in any otherwise level 
face-off. Alternatively, he can also smoosh himself 
downward at will, turning himself into a puddle of 
goo that is low enough to duck under most 
incoming punches. This odd fluidity of body is 
paired with a couple of equally weird default ARMS: 
the Blorb, which bounces along the ground and 
blinds opponents on contact, and the Guardian, a 
shield-type ARM that moves creepily slowly toward 
foes. My goodness, Helix is wildly weird. 


THE LONG ARMS OF THE LAW 


BYTE & BARQ 


It's two! Two! Two fighters in one! (Where were 
these guys for our issue last time?) Byte and Barq 
are a dynamic duo of robocops, both employed to 

patrol the sunny sands of Buster Beach. If the 
thematic combination of oceanside frolicking and 
wind-up, clockwork police officers is lost on you, 
that makes two of us — but they’re still not weirder 

than Helix. Moving on! You take control of Byte, the 
upright human-shaped bot, while A.I. commands 
the movements of Barq as your ever-present assis- 
tant. The rolling robodog can launch single punches 
with a boxing glove that fires out of his mouth, 
which is somewhat useful in hitting opponents for 
random bits of cheapshot damage every once ina 
while. One good blow from them is all it takes to 
disable Barq for several seconds at a time, though, 
so he's no huge threat alone. His real utility is that 
you can leap on top of him as Byte, and doing so 
propels Byte way up into the air — the highest leap 
of any fighter in the game. The apex of that jump 
arc lets him soar above any attack, it seems, so 
makes regular use of it when playing as this pair! 


SUB TO HIS TWITCH CHANNEL 


KID COBRA 


Speaking of flexibility, no creature in the animal 
kingdom is more of a contortionist than a snake 
(again, I refuse to research whether that's true), so 
it makes sense to have an ARMS fighter with spiral- 
ing snakes for arms! Kid Cobra embodies all things 
serpentine in his design, but then real-world snakes 
are never as fast as he can be (stop fact-checking 
me). When he gets charged up, his movement 
speed along the ground becomes the greatest out 
of the whole cast, letting him cut left and right, 
dash forward and backward and generally sidestep 
enemy assaults better than anyone else. The trade- 
off, though, is that his dashes are otherwise slow if 
he isn't yet charged — so keeping his gloves glowing 
is key. The Slapamanders we at first thought were 
unique to Ribbon Girl are actually based on the 
Slamamanders that are part of Kid Cobra's unique 
trio of default weapon choices (their snake-like 
movements make more sense in connection to 
him), but his best ARM may be the Hydra, a multi- 
shot missile launcher oriented vertically, to specifi- 
cally tag airborne opponents in mid-jump. 


LONG HAIR DON'T CARE 


TWINTELLE 


Finally, the face that launched a thousand fan arts. 
(Well, not her face, exactly, but certainly another 
part of her.) Twintelle was the final playable fighter 
among the initial cast of 10 to be revealed, and the 
fandom lost their collective minds over her design. 
Enough said, there, though, as there's plenty to 
love about her in terms of gameplay as well! 
Twintelle's unique in the fact that her arms are 
normal, non-extending human appendages. Rather, 
she attacks with her hair! Not unlike Bayonetta, 
Twintelle's got incredible control over her tresses, 
able to command them to extend, retract, punch 
and grab just as easily as any of the other fighters 
sending their arms out to do the same. With her 
normal arms freed up, then, this celebrity movie 
star is able to strike stylish poses in the middle of a 
match — and when she does, another Bayonetta 
parallel manifests itself! Twintelle can slow down 
the flow of time in a localized area around her, 
meaning incoming punches from opponents decel- 
erate significantly, giving her time to deftly dodge 
out of their way. "Vous étes trop lent!" 


AND MORE 
TO COME! 


ARMS has shipped to store shelves with 
the 10 fighters seen at left as the core 
cast of playable characters, but luckily 
there are more on the way beyond just 
them! Just as Splatoon was expanded 
with new battlegrounds and weapons 
for months and months after its launch 
back in 2015, so too will ARMS be 
extended (ahem) throughout the rest of 
2017... and probably beyond! The Big 
N's promised that new fighters, new 
arenas and more equippable ARMS 
weapons will be added to the game 
over time as free DLC. And you know 
what that means for me... time to 
speculate! 

Well, first, no need to guess about 
who the first new playable character 
will be: Nintendo's confirmed that it's 
none other than the Grand Prix Mode 
boss character, Max Brass. He'll be 
added to the roster at some point in the 
month of July, an event that will surely 
mix up the early competitive meta- 
game. He's got the ability to buff 
himself up to gain Master Mummy's "no 
flinching" power, as well as copying 
Spring Man's shockwaves and auto- 
charge below 2596 health. He's even got 
signature ARMS ready to roll, like the 
exploding boxing glove, the Nuke! (The 
other, more evil-looking boss, Hedlok, 
will likely stay unplayable, as how 
would you control all six of his arms?) 

Beyond that, dreaming up unique 
character designs springs off of 
thinking about other kinds of real- 
world materials that could stretch and 
extend. It would be cool to see a plant- 
based fighter with leafy vines for arms! 
Or a toy-themed brawler whose arms 
are based on yo-yo strings, being sent 
out and then bounced back. How about 
some kind of sea creature, using squid 
tentacles to attack? (That's getting back 
into Splatoon territory.) 

I’m eager to meet whoever the dev 
team dreams up as an all-new creation 
next, but then of course you've got to 
think about how fun a few crossovers 
would be in this new world. Little Mac 
from the Punch-Out!! series would be 
an obvious guest star, but for the fact 
that his arms are normal — maybe he 
could punch normally and just his 
gloves would extend? There are plenty 
of characters in other games, shows, 
movies and comics with stretchy arms, 
though, like Dhalsim from the Street 
Fighter series and Monkey D. Luffy from 
One Piece. Or Lanky Kong, from Donkey 
Kong 64! ARMS' original characters are 
incredibly strong, so | don't expect we'll 
really see many crossovers, if any. But 
it's fun to dream about, regardless! 


OF THE MANY Fire Emblem titles yet 
to make their way outside of Japan, 
the second Famicom entry, Fire 
Emblem Gaiden, might seem like a 
curious choice for a 3DS remake. 
Despite its surface similarities to other 
installments, Fire Emblem Gaiden is 
the experimental outlier of the series. 
Like Zelda II and the U.S. Super Mario 
Bros. 2, Gaiden took its gameplay in a 
markedly different direction than any 
other Fire Emblem title, eschewing 
some now-standard elements and 
introducing a handful of others, such 
as explorable dungeons, that no sub- 
sequent installment would revisit. 
Now 25 years after its debut, 
however, these same quirks are also 
the reason Gaiden is the ideal subject 
for a remake. After two excellent, 
though fundamentally similar, 
chapters on 3DS, it's easy to see why 
Nintendo returned to the series’ 
oddball installment. After essentially 


NINTENDO 
INTELLIGENT SYSTEMS 


perfecting the Fire Emblem formula 
with Awakening and Fates, there's 
very little developer Intelligent 
Systems could do to make yet another 
chapter in the same vein enticing 
(especially one year out from Fates’ 
release). But by reviving what is 
commonly regarded as the black 
sheep of the franchise, the studio has 
not only offered Western fans a 
chance to finally experience a forma- 
tive part of Fire Emblem's history, but 
also reinvigorated the franchise by 
introducing gameplay concepts no 
other game in the series has explored. 
Fire Emblem Echoes: Shadows of 
Valentia isn't so much a remake of 
Gaiden as it is a complete reimagining 
of it. While the basic premise remains 
the same as the original — with 
players guiding dual protagonists Alm 
and Celica through diverging journeys 
across the continent of Valentia — the 
game's presentation has been com- 
pletely redone. The story is now punc- 
tuated frequently by animated cut- 
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of Two Armies 


scenes, and for the first time in a Fire 
Emblem title, nearly every line of 
dialogue is fully voiced. Echoes may be 
based on one of the series’ earliest 
entries, but it has all the trappings of a 
modern installment. 

The game begins in the small 
village of Ram — the childhood home 
of Alm and Celica — but its story dates 
back centuries earlier to the time of 
Duma and Mila, the sibling gods who 
reign over Valentia. The twin deities 
clashed bitterly over control of the 
continent: Duma believed it should be 
ruled with strength; Mila, with com- 
passion. Ultimately, the gods reached 
a pact and divided the continent in 
half. Duma would establish the empire 
of Rigel to the north; Mila, the 
kingdom of Zofia to the south. So long 
as neither dominion invaded the other, 
peace would be maintained. 

Centuries of stability followed the 
binding of Duma and Mila’s pact, but 
all that is undone when Rigel breaks 
the Divine Accord by launching a 


surprise attack on Zofia. The ensuing 
war forces Alm and Celica down 
separate paths to end the conflict: Alm 
takes up command of a resistance 
force called The Deliverance, while 
Celica journeys to the Temple of Mila 
seeking a peaceful solution to the war. 
The game gives you complete control 
over both heroes and their unique 
cadre of troops, allowing you to freely 
switch between the two armies as they 
travel in different directions across the 
continent. 

Regardless of which path you 
follow, your journey across Valentia 
unfolds in largely the same fashion as 
any other Fire Emblem title. You'll 
spend the bulk of the adventure 
engaging in turn-based skirmishes 
against rival armies, which have you 
carefully positioning your units around 
a grid-based battlefield like an elabo- 
rate game of chess. Despite these 
basic similarities, however, Echoes 
feels radically different from any other 
installment thanks to all of the unique 
elements it retains from the original 
Gaiden. Certain unit types behave dif- 
ferently here than in other titles; 
archers, for instance, can now launch 
attacks from adjacent spaces, and 
mages must expend a bit of health in 
order to cast their spells. 


но 0 


But the most radical difference 
comes in the form of the aforemen- 
tioned dungeons. Valentia is dotted 
with various strongholds and temples 
where the viewpoint shifts to a third- 
person perspective; when an enemy is 
encountered in their depths, the game 
reverts back to its top-down battle 
sequences. Not only do these areas 
provide some welcome variety to the 
gameplay, they often harbor valuable 
treasures and offer an extra opportu- 
nity to level up your troops. 

Since Echoes is based on one of the 
series' oldest games, however, it's also 
missing many of the modern conve- 
niences that players have become 


accustomed to from later installments. 


Units can no longer pair up and assist 
one another during a battle, as they 
could in Awakening and Fates. 
Inventory is much more restrictive as 
well; where other Fire Emblem titles 
allowed each character to carry up to 
five items at once, Echoes limits your 
troops to holding a single item at a 
time. You must carefully weigh what 
items you give out: Would it be wiser 
to equip your knight with a javelin for 
distance attacks, or a restorative to 
patch himself up in an emergency? 
As limiting as these changes may 
sound, they're offset by greater flex- 


ibility in other areas. Characters may 
only be able to carry a single item, but 
that item does not necessarily need to 
be a weapon; each unit already comes 
armed based on its class, and equip- 
ping a sword or lance on top of that 
only further bolsters your stats. This 
also eliminates the need to constantly 
restock on swords or tomes, as 
weapons no longer degrade with use. 
But the most welcome feature is 
Mila's Turnwheel, a mystical relic that 
lets you rewind battles and undo any 
potentially fatal movements. While 
you can only use the Turnwheel a 
limited number of times per battle, it 
still has a profound impact on the 
game, as you no longer have to reset 
an entire chapter to undo one careless 
mistake. Purists are free to ignore the 
feature, but having the option to 
quickly undo any errors makes the 
entire experience more enjoyable. 
With a greater emphasis on role- 
playing and dungeon crawling, Fire 
Emblem Echoes is the most refreshing 
installment in the series to date and 
another vital addition to the 3DS 
library. With any luck, its unique 
elements will become a regular part of 
future Fire Emblem titles, and not 
some curios to be dusted off in 
another quarter-century. — KEVIN K. 


Г Python ЛЁ 
Lukas left Duke Upjump in the dirt and 
got a promotion for his trouble. 


SECOND OPINION 
LISTEN TO LUKAS 


WHILE IT'S CLEAR that Kevin has been absolutely enamored with this 
latest Fire Emblem adventure, my own experience hasn't been quite as 

awe-inspiring. Some of that blame can be laid at the feet of features in 

the game that frustrated me, but more than that I think I'm just suffer- 

ing from Fire Emblem Fatigue". 

We just had Fates last year — and its entire experience encompassed 
three full campaigns! After playing through the whole of Birthright, 
Conquest and Revelation one after another, the Intelligent Systems- 
addicted portion of my brain was burned out. (I couldn't bring myself 
to touch any of the extra DLC.) Then we had Heroes a few months ago, 
and now, with Echoes, I’ve felt myself struggling to stay interested. Had 
another year gone by, maybe | would've been more ready to return to 
this world. But another year from now we'll have Fire Emblem Warriors 
and then Fire Emblem on Switch . . . | just hope the series doesn't run 
itself into the ground with so many installments so close together. 

| don't judge Echoes based on any of that, though. I can tell it's a 
great game, even with my addled mind. Some of its inconveniences irk 
me, though — like how you're forced to backtrack to a statue of Mila in 
order to re-class your characters, which causes you to lose time and 
progress on the map every time. 

One element of this adventure that was absolutely enamoring for 
me, though? The fact that Echoes spends so much time celebrating, 
well, me! You encounter a character named Lukas very early in the 
story, and he's a hero who's well respected by just about everyone 
you meet. That, combined with the game's voice acting in almost 
every dialogue scene, means you're constantly hearing things 
like "Lukas is the greatest!" and "We should listen to Lukas. He 
knows what to do." (Maybe my copy of this game should have 
been labeled Fire Emblem Ego.) — LUCAS 


ASK THE 
FORCE 


WHAT PUZZLE SERIES 
WOULD YOU LIKE TO 
SEE MAKE A 
COMEBACK ON 
SWITCH? 


JONATHAN 
Art Style: РІСТОВІТ5! 
Combining the art of 
classic Nintendo sprite 
graphics with tough-but- 
fair and stylish puzzle 
gameplay is a genius move 
that millions would love, if 
they only knew the game 
existed! 


I'd like to see Pushmo on 
the Switch in some 
evolved from. 


CHRIS 
Henry Hatsworth in the 
Puzzling Adventure! | don't 
know if anyone remem- 
bers this classic from the 
DS' heyday, but before 
Match-3 ruled the roost on 
mobile, we had an 
amazing platformer/match 
hybrid with a memorable 
gentleman mascot. 


REBECCA 
Puzzle Bobble/Bust-a- 
Move. But can the Switch 
handle the cuteness 
overload? 


EVAN 
Art of Balance seems like 
a perfect fit for the hybrid 
console. A new Meteos or 
Mario's Picross would be 
pretty dope too! 


TWO CLASSIC PUZZLE franchises — 
one practically a household name the 
world over, the other . . . well, it’s big in 
Japan (but its cast of characters was 
replaced by Nintendo and Sega mascots 
in its initial foray into the West). The 
two of them take center stage in Puyo 
Puyo Tetris for the Switch, which has a 
little something for every variety of 
puzzle fan. 

Everything's designed to be as user- 
friendly as possible — you can start a 
Tetris, Puyo Puyo or Fusion battle 
against the computer right off the bat — 
but the kooky characters and cheerful 
colors belie the somewhat difficult А.І. 
you'll encounter іп some of the story 
levels. (There's actually a cheat code to 
ramp the А.І. level up even higher.) 
The story mode's your standard "save 
the universe by making cute characters 
battle" fare, but it includes some chal- 
lenge levels that will only serve to frus- 
trate novice players. There's a help 
mode that lets you skip a level if you 
fail enough times, and 1 encountered 
that a few more times than | wanted to 
during gameplay. For those who aren't 
as familiar with Puyo Puyo, there is a 
learning curve, but the in-game tutori- 
als and a lot of practice will help you 
overcome it. 

Aside from vanilla Puyo Puyo and 
Tetris, other modes you'll encounter in 
both on- and offline play include Party 
(clear Puyos or blocks to win items that 
help you or hinder your opponent) and 
Big Bang (score points fast enough to 
defeat your opponent). There are also 
two modes that make use of both 
games: Swap has you play each game 
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for 25 seconds before switching to the 
other, while Fusion has you working 
with both Tetriminos and Puyos on one 
playing field. It may seem difficult at 
first, but with practice you'll learn how 
to work with how both pieces behave to 
your advantage, and 1 enjoyed the extra 
challenge and the way it made me think 
about both games in a different way. 
(Plus, it's so satisfying clearing garbage 
Puyos by squishing them with an O- 
Block!) 

| played primarily in Handheld Mode, 
but | also took some time to try out 
some two-player action with individual 
Joy-Cons. The one issue that both 
Player 2 and I had with the controls was 
that the joysticks were sometimes a 
little too sensitive - we'd be doing Hard 
Drops a Jot if the joystick was ever so 
slightly nudged upward while we were 
maneuvering left and right. You do have 
the option of maneuvering the pieces 
using the face buttons on the left 
Joy-Con in handheld mode or using the 
Pro Controller, which work a lot better. 
While I didn't have the extra equipment 
or people to do a four-player setup, I 
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played a few four-player matches 
online. The layout of the four-player 
screen was well designed, with each 
player having a vertical quadrant of the 
screen with a tight, clear playing area. 

There's also a lot of unlockable 
content, including new Tetrimino and 
Puyo designs, music and backgrounds, 
which can be won through gameplay or 
purchased with points you win during 
matches. Unfortunately, the alternate 
vocal tracks available in the store are 
not alternate language tracks, which 
would have been a great goal to work 
toward. 

| had my share of frustrations while 
clearing some of the more difficult 
levels, but 1 enjoyed playing Puyo Puyo 
Tetris, and I can't wait to take it with 
me to a party or meet-up. It offers a 
huge amount of pick-up-and-play 
puzzle action and online play options, 
and it's a great addition to the growing 
Nintendo Switch library. If you tried the 
demo and found yourself hooked, you 
won't be disappointed! - REBECCA 


STREET FIGHTER II is one of my 
favorite games, ever. With gameplay 
that is understandable to everyone, it 
made for a hit that I’ve enjoyed with 
pals since the early '90s. Fighting 
games were an unknown entity for me 
before this, which made the experi- 
ence even more special. The Nintendo 
Switch has now received a brand-new 
version of the classic, specifically 
made for the system. Does it hold up? 
Well, somewhat. | suppose. 

For starters, don't go in and expect 
an all-new game. At its core, this is 
still the same Street Fighter II that you 
know from many, many years ago. You 
use six buttons and your swift 
movement skills to overcome А.І. foes 
on your own, or else face off against 
friends in head-to-head bouts. 

When I first picked up the Switch 
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Pro Controller to dive in, | instantly got 
that itch again for what Street Fighter 
Il is all about. | found myself relearn- 
ing the basics by looking at movesets 
(available for reference in-game) and 
learning from that point onward by 
feel. There's a Training Mode if you 
care to try it, but | learn more by 
actually playing real matches myself. 
What makes Street Fighter II fun is 
its cast of characters, most of whom 
operate differently, each one with 
nuances you can pick up quickly. Ultra 
Street Fighter ІІ offers 19 fighters in 
all, with distinct semi-additions to the 
roster. While you could find Akuma in 
previous SFII versions, he's no longer a 
hidden character and can now be 
chosen from the normal select screen. 
New to Street Fighter Il are Evil Ryu 
and Violent Ken, who debuted in other 
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games in the extended SF universe. 
Each gets an exciting attack added, 
but they don't change my perception 
in the grand scheme of things. 
Beyond adding those remixed 
versions of Ryu and Ken, Ultra Street 
Fighter II keeps things traditional with 
its Arcade Mode. In it, you fight 12 
standard one-on-one battles and try 
to get to end of the journey. It's how I 
mostly spent my time playing the 
game, refreshing my memory of each 
characters' ins and outs. (Plotwise, 
you get some stilted backstories at the 
end of each run, but that's about it.) 
Next up is the new Buddy Battle. 
Here you team up with a friend or A.I. 
ally and destroy every opponent in 
your path in two-on-one fights. You 
continue as long as you keep crushing 
your foes, and it's a great mode for 
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beginners — but advanced players will 
likely get sick of it fast. 

If you want singular matches, then 
there's Versus Mode as well. You'll be 
able to fight Player vs. Player, Player 
vs. CPU, CPU vs. CPU or Local Battle, 
which connects two Switch consoles 
with one another. Pick your favorite 
characters, choose a stage and you're 
good to go! Ultra Street Fighter II: The 
Final Challengers does feature online 
functionality, which offers all of your 
basic needs. You can fight against 
random foes and friends in both 
casual and ranked capacities. The 
game doesn't do anything outlandish 
there, but it gets the job done. 

Finally, there's Way of the Hado. It's 
the 3D first-person mode that has you 
controlling Ryu by using the motion 
control of both Joy-Con controllers. 
Your goal is to defeat a bunch of M. 
Bison's henchmen in both stage-based 
and endless options. You perform 
Ryu's finest moves by making odd, 
awkward physical motions with your 
hands. The moves include the 
Hadoken, Shoryuken, Tatsumaki 
Senpukyaku, Shinku Hadoken and a 
defensive block, which sounds neat on 
paper, but just never feels right. The 
motions don't register correctly half 
the time, so it mostly ended with me 
throwing a bunch of Hadokens and 
usually reaching the end of the stage. 
Not at any point was | enjoying myself. 

While | don't think that Ultra Street 
Fighter II will set anyone's world on 
fire, | got some enjoyment out of it. All 
of the basics you could want are here, 
with some fluff on the sides. I look 
forward to busting this out when I’m 
traveling with friends for the occa- 
sional local multiplayer match, but it 
doesn't have the same staying power 
as other games. It needed some truly 
new bells and whistles to really make 
it spark, which is where Capcom failed. 
(Hopefully this won't really be the 
"Final" Street Fighter 11.) - DAAN 
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Happy Kart-iversary 


THE MARIO KART series marks 

its 25th anniversary this year — we've 
been dropping Banana Peels and 
tossing Red Shells like heat-seeking 
missiles ever since 1992! September 1, 
1992, to be specific for gamers in 
North America. That was the day when 
the original Super Mario Kart arrived 
on store shelves in the States — just 
three days after my 11th birthday. 
What a time to be a young Nintendo 
gamer! 

We take it for granted now, sure. 
Mario Kart's been established for ages 
— an absolute staple in Nintendo's 
arsenal of brands. But playing the first 
one, for the first time? Pure magic. 

And now, today, | see that same 
magic reflected in my son's eyes when 
he plays Mario Kart 8 Deluxe. He's 
younger than I was in 1992, and his 
first Kart experience was actually 
learning to drive in the "normal" Wii U 
version of this same sequel, but 
Deluxe on the Switch is where it's all 
coming together for him. I’ve been 
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where he is now, so | can tell! 

Seeing his delight at playing 
Deluxe, I'm inspired to step away from 
my own perspective and evaluate this 
release based on his. After all, from 
my vantage point, this is just a port of 
a game | already played to completion 
three years ago, with some extra stuff 
tossed in. From his, though, it's a won- 
derland — a whirlwind trip through the 
worlds of Mario from behind the wheel 
of a kart that's sometimes a car, some- 
times a plane and sometimes a sub- 
marine! | remember how amazed | was 
at just the sprite-based, Mode 7-fueled 
look of the original game — the game 
that forcibly split the TV in half even 
when you were playing single-player. 
And I'm trying to imagine just how 
much more my mind would have been 
blown if my first Mario Kart experi- 
ence had been the overflowing exces- 
siveness of style that is Mario Kart 8 
Deluxe! I'll have to remember, 
sometime around the year 2042, to 
ask my son to share his memories of 
these days and see how time's shaped 
his view by then. 
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But enough of my youthful wistful- 
ness! On to an old man's analysis. 

Mario Kart 8 Deluxe is the first re- 
release of a first-party Wii U title on 
the Switch. We expected that this kind 
of port would happen, and we know 
the trend will continue with the DX 
re-release of Pokkén Tournament in 
September — and there will likely be 
more beyond those two. Naturally, we 
who played these games first on Wii U 
want to know if it's worth of cash to 
"double dip" on an experience that we 
already enjoyed once before. 

For Mario Kart 8 Deluxe, I'll go 
ahead and tell you that my conclusion 
is yes. This is such a core series — its 
multiplayer such a foundational part 
of any Nintendo console library — that 
of course you'll want to have it ready 
to fire up on your brand-new Switch at 
a moment's notice. 

And the multiplayer is the huge 
new draw here. The first Mario Kart 8 
version really phoned in a forgettable 
"Battle Mode" (I say with sarcastic 
quotes), as it just reused the same 
racetracks from the Grand Prix as the 


arenas where you'd try to hunt down 
your friends. Oof. Super weak, and the 
one major misstep for what was other- 
wise a wonderful sequel in the series. 

In Mario Kart 8 Deluxe? The Battle 
Mode (no sarcastic quotes) is back, 
and it's glorious. This is Battle Mode as 
it was meant to be — a Battle Mode 
that will make the same kinds of 
memories for young gamers today 
that Super Mario Kart did for me. (Or 
Mario Kart 64 a few years later, I 
suppose, since that's when four-player 
support was added.) A real, dedicated 
set of eight new arenas has been 
designed for this totally overhauled 
mode, and when you're ready to 
battle, you can do so in five different 
ways. 

First up? Renegade Roundup. I'm 
going to go ahead and start with this 
brand-new, never-before-seen game 
type, as it's hilarious fun. You're 
assigned one of two roles when a 
round begins: You're either a cop 
trying to chase down and catch crimi- 
nals in the jaws of your constantly 
attached Piranha Plant, or else you're 
one of the criminals who's trying to 
evade capture until the end of the 
match. Both roles are a blast. It's won- 
derfully satisfying to be a cop, set 
your sights on one of the runaway ren- 
egades and then actually successfully 
run them down and chomp them. But 


it's also awesome to be an outlaw who 
successfully ducks, dodges and drives 
around those pursuers and frees any 
fellow felons who've been locked up 
(by driving under hovering cages on 
the map and hitting a switch placed 
there). It’s not so much fun when 
you're on the renegade team and you 
get caught, as then you're sitting 
around waiting for rescue from a 
teammate. But even then, the tension 
of "will | get another chance?" is fun. 

The other four types of battles 
we've seen in previous Karts, though 
some have been remixed a bit here. 
There's Bob-omb Blast, in which all 
the item boxes on the map give you 
Bob-ombs and it's a full-on war of 
nothing but explosives. I like it, but 
may be a bit biased by the fact 
that it's the mode I seem to be best 
at — others prefer more item variety. 

The full suite of items is on offer in 
he other options, like Shine Thief, in 
which there's a single glowing Shine 
rom Super Mario Sunshine and every 
participant in the arena is trying to 
claim it for themselves. I’ve had more 
fun in this Deluxe take on Shine Thief 
han ever before, though, thanks to 
the re-introduction of the classic 
Feather item that lets you leap up into 
the air! It's awesome to see the Shine 
coming over someone else's head and 
spin up into the sky to snatch it. 

Coin Runners is probably my least 
favorite, as everyone scrambles to find 
and then hold onto as much money as 
possible. It's fine, but frustrating when 
you've collected a ton of cash and 
then get bashed, as you drop a huge 
chunk of your total. 

And then, finally, there's the OG 
Battle Mode option: Balloon 
Battle. You've got balloons on 
your kart, your foes do too, 
and it's up to you to pop 
theirs before they pop 
yours. It's great, but it's 
missing one critical 


option: the ability to play it the old 
way! In the older Karts, Balloon Battle 
was for keeps — if all your balloons 
popped, you were out. It was tense. 
Exciting! Here, though, everyone plays 
the entire time, and if all your 
balloons pop you just get penalized by 
having your score lowered. | under- 
stand the adjustment, but I wish the 
old way had been a selectable option! 


e 


I've just spent the bulk of my space 
discussing the Battle Mode since that's 
the key difference in Deluxe and the 
reason why Wii U owners would want 
to buy this same game a second time, 
but I’ve also got to give a round of 
applause to a brilliant addition to the 
regular racing: Smart Steering! 


THE JOY-CON WHEEL 


When Mario Kart Wii was released back in 2008, it shipped to stores 
in a bundle pack that contained a little white plastic wheel meant to 
be snapped onto the Wii Remote controller, in order to give that 
game's motion control option a bit more of a real kart racing feel. It 
must have worked, because Mario Kart Wii went on to sell nearly 
37,000,000 copies through the next nine years! It's far and away the 
best-selling Mario Kart game of all time, and the best-selling racing 
game in industry history, period. Nintendo's probably wise in intro- 
ducing the Joy-Con Wheel for the Switch, then! Though they aren't 
bundled with the game this time, you can pick up a pair for $14.99. 
Grab them, then tell everyone online that you're using tilt controls! 


Smart Steering is a gamechanger 
for younger players, like my son. It's 
an option you toggle on or off, but 
when it's on your character's karts will 
not fall off any track. Such a subtle but 
incredible tweak! So many young 
gamers have been frustrated over the 
years by seeing their characters 
careen off the edges of courses like 
Rainbow Road, spending all their time 
getting frustrated at falling again and 
again and growing weary of watching 
Lakitu have to fetch them up out of 
the abyss. Smart Steering takes all of 
that annoyance away, auto-correcting 
for any input on the Control Stick that 
brings karts to close to the brink. It's a 
wonderful addition. (And hilarious to 
play around with for expert Karters 
too, like adults going bowling with the 
bumpers set up.) 

This Mario Kart 8 is truly Deluxe. 
It's a worthy 25th anniversary release 


game that's sure to make memories — 
for players of any age! - LUCAS 


| for an iconic series, and it's the kind of 
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DISGAEA IS ONE of those series 
that will seemingly never die. While 
this is technically the fifth core entry, 
there have been many more spin-offs, 
and even more games that exist within 
the same universe and follow the 
same core SRPG concept. NIS has even 
gone on record stating that if people 
stopped buying Disgaea they would be 
in big trouble, but year after year 
people still support it. 1 have a feeling 
hey're going to gain even more 
goodwill out of this Switch port, which 
is a flawless rendition of the irreverent 
PS4 sequel from 2015. 

While it's usually NIS' modus 
operandi to port their Disgaea games 
о traditional portables (like the PSP, 
DS or Vita), this time around the 
Switch gets that honor. If all of the 
work that was done on it is any indica- 
ion, I'd be comfortable with seeing 
this sort of cross-pollination between 
Sony and Nintendo more often. 

First off, it's perfect for newcomers 
and returning players alike, given how 
many speed options there are. You can 
skip everything, from cutscenes to 
individual dialogue boxes both in and 
out of combat. That's incredibly useful 
if you already played it, and | immedi- 
ately jacked up the speed on every 
conceivable option. NIS gets it, but 
you could probably guess that with all 
of the meta comments on the state of 
the gaming industry that Disgaea 
makes on a regular basis. 

So what is Disgaea? It's a strategy 
RPG series that manages to strike a 
near perfect balance of parody and 
drama, mostly erring on the side of 
the former. This time around the story 
(which focuses on a powerful overlord 
named Killia) isn't as cohesive as a lot 
of the past games, and those of you 
who aren't well-versed in this universe 
already might have a little trouble 
keeping up. There's a lot of meta talk 
about Overlords, and having played at 
least one game prior to the events of 
Disgaea 5 would provide some context 
to the madness — but it isn't required 
so much as suggested. 

The battle system, on the other 
hand, ramps up slowly — especially if 
you opt to use any of the DLC that's 
doled out in the "Complete" version 
(more on that in a moment). The grid 
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and turn-based mechanics make it 
really easy to pick up, as you can make 
any number of bad moves — because 
50 long as you don't end your turn or 
select the "execute" option, none of it 
will actually play out. Naturally you'll 
have plenty of time to play around 
with formations, classes and the 
synergy of different spells, as well as 
the "Evilities" (read: unique buffs or 
debuffs) of individual characters. 

Over time, when your party and 
their subsequent statlines start to 
grow, it can get pretty intense, but if 
you adjust the difficulty you should be 
fine. That's part of what makes 
Disgaea such a marquee SRPG series 
— it rarely takes itself too seriously on 
a tonal level, so even if you're getting 
beat down by a particular boss you'll 
likely still have a smile on your face. 
(This story in particular, though, does 
have a tendency to get a little too 
heavy at times, to its detriment.) 

What makes this version of Disgaea 
5 so "Complete" is the inclusion of all 
the PS4 DLC sold so far. That includes 
special missions, characters and 
items, as well as what basically 
amounts to a cheat code that provides 
$1,000,000 in-game. All of this can be 
enabled by way of the "Special 
Content Shop" in the main hub, as 
early as the first mission. Highlights 
include Zetta from Makai Kingdom 
(one of my all-time favorite NIS char- 
acters), and every protagonist from 
past Disgaea games. 

That said, | wouldn’t recommend 
flipping all of those switches. Some of 
them are fairly underwhelming for 
starters, but they also cheapen 
the difficulty curve early on, 
allowing you to stomp every- 
thing in sight. It’s a bit of a 
sticky wicket because if they 
didn’t make everything so easily 
accessible they'd be decried for 
gating content, but at the same 
time it isn’t obvious what the 
repercussions are. Ultimately, 
it’s your choice. 

But the DLC isn’t really the 
selling point here — a lot of it 
seems tacked-on or rushed. The 
thing I'm really jazzed about is 
grinding on the go! That’s not 
something to double-dip for if you 
already own Disgaea 5 on PS4, but if 
you don't, get the entire base game on 
the go here! — CHRIS 
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3DS 


Animal Crossing: Happy 
Home Designer 

Bravely Second: End Layer 

Cartoon Network: Battle 
Crashers 

Chibi-Robo! Zip Lash 

Corpse Party 

Disney Art Academy 

Disney Magical World 2 

Dragon Ball Fusions 

Dragon Ball Z: Extreme 
Butoden 

Dragon Quest VII: 
Fragments of the 
Forgotten Past 

Dragon Quest VIII: Journey 
of the Cursed King 

Etrian Mystery Dungeon 

Etrian Odyssey 2 Untold: The 
Fafnir Knight 

Final Fantasy Explorers 

Fire Emblem Fates: 
Birthright 

Fire Emblem Fates: 
Conquest 

Gravity Falls: Legend of the 
Gnome Gemulets 

Harvest Moon: Skytree 
village 

Hatsune Miku: Project Mirai 
DX 

Hyrule Warriors Legends 

Kirby: Planet Robobot 

LBX: Little Battlers 
eXperience 

Lord of Magna: Maiden 
Heaven 

Mario & Luigi: Paper Jam 
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Mario & Sonic at the Rio 


2016 Olympic Games 6.0 Lucas 
Mario Party: Star Rush 8.5 Mark 
ISSUE Mario Sports Superstars 70 Lucas 
Mega Man Legacy Collection 75 Tony 
Metroid Prime: Federation 
#17 Force 8.5 Neal 
#21 Monster Hunter Generations 8.0 Evan 
Pokémon Moon 9.5 Lucas 
#25 Pokémon Sun 9.5 Lucas 
#18 Pokémon Super Mystery 
#24 Dungeon 8.0 Rebecca 
#22 Poochy & Yoshi's Woolly 
#25 World 8.5 Lucas 
#25 Project X Zone 2 8.5 David 
Return to PopoloCrois: 
#18 A Story of Seasons 
Fairytale 75 Rebecca 
Sega 3D Classics Collection 8.0 Neal 
#24 Senran Kagura 2: Deep 
Crimson 70 Nadia 
#26 Shin Megami Tensei: Devil 
#15 Survivor 2: Record 
Breaker 8.5 Chris 
#17 Shin Megami Tensei IV: 
#20 Apocalypse 8.5 Daan 
Skylanders SuperChargers 
#20 Racing 8.0 David 
Sonic Boom: Fire & Ice 75 David 
#20 Stella Glow 8.5 Thor 
Story of Seasons: Trio of 
#19 Towns 75 Rebecca 
Style Savvy: Fashion 
#25 Forward 8.5 Rebecca 
Super Mario Maker for 
#17 Nintendo 305 7.0 Lucas 
#20 The Legend of Legacy 8.0 Thor 
#22 The Legend of Zelda: 
Tri Force Heroes 70 Brett 
#17 Yo-kai Watch 9.0 Lucas 
Yo-kai Watch 2: Bony Spirits 70 Кеуіп К. 
#16 Yo-kai Watch 2: Fleshy Souls 6.0 Neal 
#19 Zero Time Dilemma 9.0 Lucas 


PATCH NOTES 
SUPER BOMBERMAN R 


IN HIS REVIEW published in our last issue, Daan awarded 
Switch launch title Super Bomberman R a score of 6.0 out of 
10, saying that "it clearly needed more time in the oven." 
Well, Konami turned the heat back on and popped it back in. 

Super Bomberman R has been patched to improve 
several aspects of its design. One significant shift is that the 
game now runs at 60 frames per second, versus the 30fps it 
offered on Day 1. (The trade-off is that the resolution's gone 
down to 720p instead of 1080p, but a frantic multiplayer 
battle game like this should prioritize smoothness.) 

Four new multiplayer maps are now available as well 
(called White Cross, Lagoon, Max Speed and Power Zone), 
and the Story Mode has been tweaked too, with difficulty 
ratcheted down and a new option to adjust the position of 
the camera by pressing L and R. 

Most exciting is what's yet to come, though! Konami's 
promised that further additions are on their way, such as the 
addition of new playable characters drawn from other 
classic Konami franchises. Check out Castlevania's Belmont 
Bomber and Gradius’ Vic Viper Bomber on the left there! All 
of these extras are being added for free, too, so well done, 
Konami, on doing right by this game and its fans. - LUCAS 
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Animal Crossing: amiibo 


Festival 50 Kevinc. #18 
Devil’s Third 70 Jonathan #19 
Disney Infinity 3.0: Finding 

Dory 8.0 Daan #23 
Disney Infinity 3.0: Inside 

Out 8.0 Daan #17 
Disney Infinity 3.0: Marvel 

Battlegrounds 75 Daan #21 
Disney Infinity 3.0: Rise 

Against the Empire 8.0 Daan #18 
Disney Infinity 3.0: Star 

Wars: The Force Awakens 7.5 Daan #19 
Disney Infinity 3.0: Toy Box 

Speedway 9.0 Daan #18 
Disney Infinity 3.0: Toy Box 

Takeover 7:5 Daan #18 
Disney Infinity 3.0: Twilight 

of the Republic 8.5 Daan #17 
Legend of Kay Anniversary 6.5 Chris #17 
LEGO Dimensions 8.5 David #18 
LEGO Jurassic World 70 Nadia #16 
LEGO Marvel's Avengers 6.0 Nadia #20 
LEGO Star Wars: The Force 

Awakens 8.0 David #23 
Mario & Sonic at the Rio 

2016 Olympic Games 60 КеміпС. #22 
Mario Tennis: Ultra Smash 5.0  KevinC. #19 
Mighty No. 9 6.0 David #23 
Paper Mario: Color Splash 8.0 Daan #24 
Pokkén Tournament 8.5 Jonathan #21 
Rodea the Sky Soldier 4.0 Tony #18 
Shantae: Half-Genie Hero 9.0  KevinC. #25 
Skylanders Imaginators 8.5 David #24 
Skylanders SuperChargers 8.5 David #18 
Star Fox Guard 8.0 Lucas #21 
Star Fox Zero 8.0 Lucas #21 
Super Mario Maker 9.0 Lucas #17 
The Legend of Zelda: 

Twilight Princess HD 90  KevinC. #20 
The Peanuts Movie: 

Snoopy's Grand 

Adventure 60 Rebecca #19 
Tokyo Mirage Sessions #FE 90 Neal #22 
Xenoblade Chronicles X 9.5 Lucas #19 
Yoshi's Woolly World 9.5 Mark #16 


SWITCH 


TITLE SCORE REVIEWER ISSUE 

12-Switch 6.0  KevinK. #27 
LEGO City Undercover 45 Lucas #27 
Super Bomberman R 6.0 Daan #27 
The Binding of Isaac: 

Afterbirth+ 9.0 Jonathan #27 
The Legend of Zelda: Breath 

of the Wild 10 Lucas #27 
The Nintendo Switch 9.0 Lucas #27 
The Nintendo Switch Pro 

Controller 9.5 Lucas #27 
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COMMUNITY 


AN INTERVIEW WITH ARLO 


The most unique voice in the Nintendo fandom offers his thoughts 


on spoilers, surprises and more. 


YOUTUBE HAS BECOME a huge nexus of the 
Nintendo fandom in recent years, and if you’ve 
been browsing for previews, discussions and other 
kinds of Big N-focused content there yourself, you 
may have seen something surprising pop up in the 
thumbnails amidst all the "normal" human faces: a 
friendly blue monster! Well, say hello to Arlo, the 
fuzzy fellow who grabs your attention with his looks 
and then keeps you engrossed with his well-formed 
opinions. We sat down to have a chat with him! 


NF: How did you first get into making YouTube 
videos? 

ARLO: I've been dabbling in YouTube for a number 
of years (I've got like 80,000 old, abandoned 
channels) and have always known it was something 
| wanted to make a career out of. | also really love 
following what's going on in the gaming industry 
and talking my poor friends' ears off about my 
thoughts and opinions. | spent some time doing 
video production for supplemental income and 
learned a ton about shooting and editing and 
whatnot, so finally in November of 2014 I just 
reached a point where starting something like this 
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felt right. For a very short time it was a "whatever" 
channel, but it didn't take long before gaming 
became the focus. 


There are a whole lot of people talking about 
video games on YouTube — and Nintendo's games 
in particular — but it seems to me that everyone 
perks up and pays special attention when a new 
Arlo video goes live. How did you manage to find 
a unique voice amongst all the noise? 

First off, that's very kind of you to say! You know, I 
think positivity is something that a lot of people 
crave even if they don't know it. The Internet has 
birthed a new era of negativity and snarky 
cynicism, and | firmly believe that over time it has a 
negative effect on the brain. 1 can be plenty critical, 
as closely following fans will note, but for the most 
part I try to keep everything lighthearted and fun, 
and | never get so steeped in drama that | forget 
I'm talking about an Italian guy who eats mush- 
rooms. | think a lot of people just appreciate that. 
And I'm frequently told that the family-friendly 
atmosphere is refreshing — people love how they 
can watch my videos with their kids in the room, 
which is something of a rarity for YouTube. 


Your content hits a wide range of YouTube 
genres, from opinion pieces and reviews to Let's 
Plays and even moment-by-moment commentary 
on Nintendo Directs. Do you have a set schedule 
for what kinds of videos will be made next and 
when, or does Nintendo's somewhat random 
timing of announcements force you to be more 
reactive to each new surprise that arrives? 

Well, see, I've got this Google doc where write all 
my scripts and keep my ideas. | have an orderly list 
of ideas . . . and | make sure to always ignore them 
all while | frantically work on something else 
entirely that | came up with four hours ago. 

Мо, it's like you said, you never know what's 
going to come out of Nintendo HQ, and as such I 
never know with certainty what I’m going to be 
working on next. I’ve usually got a plan for the 
month, more or less, but more often than not 
something will come up and throw it all off. 
Inspiration strikes quickly and randomly, and espe- 
cially when I want to give my thoughts on some- 
thing topical, I’ve got to just go with the flow. The 
name of the game is flexibility. 


Speaking of surprises, "The Element of Surprise" 
has been our focus in this issue, and you 
uploaded a well-received video a few months ago 
about your struggle to stay spoiler-free leading 
up to the release of Breath of the Wild. Now that 
you've played and completed the game, how well 
do you feel you did at avoiding spoilers ahead of 
time? Were you satisfactorily surprised by the 
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content of the game? 

There were a good number of brief images | wish 
I'd been able to avoid, but overall I’m extremely 
happy that | avoided spoilers as much as | did. For 
me the element of surprise is what makes the game 
so magical, and that includes both small surprises 
and big ones. For the first few dozen hours or so, I 
couldn't take two steps without running into some- 
thing that surprised and delighted me. If I'd known 
about all the mechanics and whatnot ahead of 
time, my enjoyment of the game would have been 
lowered more than I can even calculate. 


In that video, you labeled yourself a spoiler- 
phobe and discussed how the experience of being 
surprised is critical to your enjoyment of a game, 
or a movie. How deep does that rabbit hole go in 
your day-to-day life? Do you avoid watching 
trailers for new movies coming out? You obvi- 
ously watch Nintendo's Directs, of course. 

Oh, I'm absolutely a spoilerphobe about every- 
thing. Great acting and story and all that are well 
and good, but the things | remember most about 
shows and movies and such are almost always the 
surprises. I'm not much of a repeat viewer; | often 
like to ride the rollercoaster one time then enjoy 
the memory, for shows in particular. 

It goes deeper still, though. You know how some 
kids will try to sneak a peek at the Christmas 
presents in their parents' closet? Not me, man! 
Even from a very young age I felt that the surprise 
was the best part! To this day Christmas is a time of 
secrets and sneaking and putting boxes inside 
other boxes to throw the recipient off. 

And of course spoilerphobia is extremely hard 
as a YouTuber, because | do feel like | need to keep 
up-to-date on anything and everything. So for 
games like Breath of the Wild l'Il watch the first 
gameplay trailer (but not too closely) and just try to 
avoid later ones. 

Avoiding Super Mario Odyssey stuff is going to 
be reeeallly hard, тап... 


How about being spoiled for a Direct itself? 
Rumors and leaks have become prevalent in 
recent years, often draining away the surprise of 
what would have been totally unexpected 
announcements in Directs, or at E3, etc. What's 
your take there? 
That's certainly a disappointing element of 
spending so much time on the Internet. I think 
Nintendo is still pretty good at keeping their cards 
close to the chest, but here and there we do get 
these "leaks" and whatnot, and it's a bummer. 
That article about Star Fox Zero going up right 
before E3 2014 was particularly bad, and basically 
knowing 80% of what the Switch was going to be 
based on all the patents drained a good amount of 
magic out of the eventual announcement. But hey, 


I'm thankful that we still get so many shockers. I 
mean, who on Earth ever expected to see Mario 
running around a New York-style city? 


As we're conducting this interview, the Arlo 
YouTube channel is nearing 10,000,000 total 
views, and you're beyond 137,000 subscribers. AII 
of this in just two and a half years since the 
channel launched! How have you had so much 
success so quickly? And would you like to offer 
our readers a spoiler or two for what we can 
expect to see from you in the next year or so? 

A lot of luck and a lot of work. And I wish I could 
say that only one of these things was necessary, 
but I can't. | struggled for most of the first year and 
only racked up about 250 subscribers, but caught a 
lucky break when Lockstin from Gnoggin collabo- 
rated with me and gave me some exposure on his 
channel, which at the time had well over 100,000 
subscribers. That gave me a few thousand, which 
was enough to trigger YouTube's algorithms or 
whatever, because my opinion piece on the state of 
Paper Mario was suggested to a lot of people and 
that's what really got things rolling. From there I 
just kept trying to offer my opinions on topics that 
people seemed to want opinions on, while deliver- 
ing that positive (and very often silly) energy. It was 
good fortune that my particular style happened to 
strike a chord with people, but none of it would 
have happened if | hadn't kept honing ту craft and 
pumping out videos. Even now I'm working really 
hard to keep the growth going. 

If it's hard enough to tell you about the next few 
weeks then I certainly can't give you a very 
accurate picture of the coming year. But I’m 
planning on hitting E3 harder than ever this year, 
and I’ve got some big plans for my eventual Breath 
of the Wild review. Beyond that I’m hoping I can 
inject more creativity and humor into my videos, 


and I’ve got some ideas that I think people are 
going to enjoy. 


Beyond subscribing on YouTube, fans can also 
show you support by becoming a patron on your 
Patreon page. What kinds of goodies do your 
patrons get access to? 

For as little as a buck a month they gain access to 
my blog, where | talk about all the projects I’ve got 
in the pipeline. As I said, things tend to change with 
very little notice, but the early rumblings of my 
ideas always find their way into my blogs, and 
sometimes | even ask for feedback. For $3 they get 
access to an audio log/podcast/whatever you want 
to call it. | do these less regularly (once or twice a 
month), but when they do come out | make sure 
they're nice and long, and I talk in greater detail 
about my work and give opinions that aren't neces- 
sarily video-worthy. Then for $10 patrons get to see 
all of my non-topical videos before they go up on 
YouTube, and $20 gets them a shout-out at the end 
of a video once a month. 


Lastly, a test of your powers of prediction, as 
we're doing this interview before E3 begins, but it 
won't be printed until just after the show. So 
what's your best guess for a surprise that 
Nintendo will reveal at the Expo? (Spoilerphobes 
have to be good about envisioning what's just 
over the horizon, right?) 
| basically never get my hopes up too high or count 
on seeing the reveals | dream of, because I’ve just 
been burned too many times. But this year I'm 
indulging in what is probably a fantasy and going 
way out on a limb... Metroid. We've been hoping 
and wishing for a long time now, but I think this is 
the year. We'll see a teaser for Metroid on the 
Switch. 

Make it happen, Nintendo! (az 
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A TRIP TO BiITSUMMIT 


Exploring Japan's biggest indie event! 


ON MAY 20 and 21, the Miyako 
Messe exhibition hall in the heart of 
Kyoto once again played host to the 
BitSummit indie game festival, which 
gathers the most talented indepen- 
dent developers from across Japan 
and beyond. For its fifth anniversary, 
more than 8,500 visitors passed 
through its doors — that number may 
not compare to Tokyo Game Show, 
but the more intimate atmosphere 
does not go unappreciated by 
attendees. 

As the show has grown, so has the 
pedigree of its patrons — wandering 
the halls this year were the likes of 
President of Sony Interactive's 
Worldwide Studios Shuhei Yoshida, 
Bloodstained project leader Koji 
Igarashi, Grasshopper Manufacture 
frontman Suda51, PlatinumGames 
producer Atsushi Inaba and others. 
And in your down time, you could 
partake of the killer jams of chiptune 
musician Professor Sakamoto, as 
well as the crazy convention food 
spread that included frozen white 
chocolate-covered strawberry pita 
sandwiches — don't knock it "til 
you've tried it! 


This was also the year that Inti 
Creates blew the lid off of two new 
Switch-bound wares: an HD build of 
Azure Striker Gunvolt: Striker Pack 
and Mighty Gunvolt Burst (flip back 
to Page 24 for my full review of the 
latter). Aside from those, there were 
no big Switch announcements, not 
even from Suda regarding the 
upcoming No More Heroes project — 
although he did bring along a sweet 
"Travis Strikes Again" T-shirt for sale 
at the merch tables! 

Both Nintendo and Sony showed 
up to the party with a heap of 
goodies prepped for their platforms. 
Days before BitSummit, Nintendo of 
Japan's YouTube channel uploaded a 
showcase hosted by Cat Mario and 
Cat Peach called the "Nyandies 
Special" — you know, since "nyan" is 
Japanese for "meow" and it alludes 
to the "Nindies" moniker in the West 
...it's adorable, OK!? Anyway, many 
of the featured games had demos 
available, which I naturally scoped 
out for your benefit. 

Some titles, such as Mr. Shifty, 
Thumper and GoNNER, were either 
already out or will be by the time 


you read this. Others, like the 
anthropomorphic brawler Dusty 
Raging Fist or the co-op culinary sim 
Overcooked: Special Edition, lack 
firm release dates. Then there was 
Battle Sports Mekuru, a party jam 
that seems like Bomberman in 
passing but features a colored tile- 
flipping mechanic that draws from 
the board game Othello, with a touch 
of Splatoon. It landed in Japan on 
May 18 and will spread elsewhere in 
due time, though nothing's prevent- 
ing you from sliding on over to the 
Japanese eShop if you need that cut- 
throat intensity in your life right 
now. 

The hall was otherwise chock-full 
of PC works, although I did keep an 
eye out for tasty treats that wouldn't 
feel out of place in the Switch eco 
system. Iconoclasts, the seven- 
years-in-the-making opus from Noitu 
Love 2 developer Joakim Sandberg, 
is pixelated puzzle platforming per- 
fection that could potentially make 
the jump - if the game's ever 
finished, that is. But I’ve got an extra 
special place in my heart 
for Brave Earth: 
Prologue, the 


latest from | Wanna Be the Guy 
creator Michael O'Reilly, which looks 
and plays like a long-lost NES 
Castlevania sequel. 

Oh, and La-Mulana 2 was also 
around. My every fiber is still recov- 
ering from the thrashing | received 
at the hands of the first game on Wii, 
so that one can just take its time 
being ported anywhere. - TONY 


COMMUNITY 


А New NES GAME? No “York!” 


Mystery World Dizzy has arrived . . . just 25 years late. 


TO CELEBRATE THE 30th anniversary of the 
Dizzy franchise, creators Philip and Andrew 
Oliver made freely available on The Dizzy 
Fansite in April a previously unreleased NES 
installment, Mystery World Dizzy. This lost 
chapter... 

WHOA! Pump the brakes! What's a Dizzy!? 

The name might not ring a bell among 
North American readers, but for PAL-region 
players who were gaming in the late ’80s, it's a 
callback to their childhoods. The original Dizzy 
- starring the titular anthropomorphic egg in 
his mission to thwart the wizard Zaks — was 
published by British studio Codemasters in 
June 1987 for Amstrad CPC, Commodore 64 
and ZX Spectrum. It quickly took the European 
market by storm, leading to seven sequels and 
several spin-offs. 

Though they appear to be typical 2D side- 
scrollers, they actually share more in common 
with point-and-click adventures, like Maniac 
Mansion or Déjà Vu. You can't even directly 
attack enemies! Instead, you pick up key items 
to employ in clever ways to advance your 
quest. 

Americans never did take to 8-bit gaming 
computers like our brothers and sisters across 
the pond, so Dizzy's popularity remained 
bounded. Codemasters did at least try to 
break into our market via a handful of NES 
ports, albeit of the unlicensed persuasion. 
Dizzy the Adventurer (the sixth game), The 
Fantastic Adventures of Dizzy (the 


seventh) and Quattro Adventure (a compila- 
tion that included the second title, Treasure 
Island Dizzy) were sold as mini cartridges for 
the bizarre Aladdin Deck Enhancer NES acces- 
Sory, though the latter two eventually received 
standalone releases. 

Their impact was — ahem! — non-eggs- 
istent! (Sorry, not sorry!) 

Nevertheless, the team continued to pursue 
NES glory. Mystery World Dizzy — a remake of 
the third and ostensibly best in the franchise, 
Fantasy World Dizzy — was another such 
project. Targeted for a 1993 debut, financial 
hiccups halted those plans. But with the assis- 
tance of Polish programmer Lukasz Kur, the 
Oliver Twins have given the old code some 
polish and finally released it into the wild. 

Here, Dizzy must save his girlfriend Daisy 
from Zaks' cloud castle, but first he has to 
escape his dungeon prison. After bribing the 
guard with an apple and putting out some 
flames with a jug of water, you're free to 
explore the world to the best of your ability. 
It's not a particularly large world, though how 
long your journey lasts depends on your wits — 
and a hefty dose of trial and error. 

The challenge may be a touch too high, 
actually. You start the game with three lives — 
extra 1-Ups are scarce — and should you 
exhaust them all, it's back to square one. 
Furthermore, your inventory only has room 
for two items — eventually three — so if you 

bring the wrong equipment for a task, you 
must trek back to where you deposited 
the rest, avoiding spiders, frogs and 
water traps. 
If you cut your teeth on these types 
of wares, you ought to feel right at 
home. Newcomers might find that 
these shortcomings prohibit their 
enjoyment. It's free, though, so why 
not have a taste? 

You can play Mystery World 
Dizzy directly on your browser or 
download the ROM for your NES 

emulator of choice. There will 
also be a Kickstarter to produce 
physical carts. And for more free 

NES Dizzy, be sure to check out 

Wonderland Dizzy — another 

unreleased remake, this one of 
the fourth game — which hit 
the Web two years ago! 

Hmm . . . I wonder if there 
are any more secret Dizzy 
games still hiding in the 

shadows of time? - TONY 
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ISSUE #29 SPOILERS! 


WHAT ARE YOU doing? There are spoilers on this page! Why are you reading this? You’re totally going to ruin the 
surprise of the next issue of NF Magazine! 


Really? You’re good with some advance info? Fair enough. 


OK, so, pay no attention to the Ever Oasis artwork over there. | always try to be a little coy with that Next Issue 
page and throw you all off the scent of what the next cover game is actually going to be, but it’s clearly not Ever 
Oasis. It’s a fine game, I’m sure, but we’ve got a much bigger fish to fry in the wake of that incredible E3! 


So l'Il go ahead and tell you that the Metroid series is getting our full focus іп the next release from the Nintendo 
Force. Samus Aran has been out of the spotlight for far too long, and now she's boldly leapt back into it with not one, 
but two major game announcements. And Metroid: Samus Returns is arriving on retail shelves in September, so 
what other game could we dare to place on the cover of our September/October 2017 edition? 


Shown to scale just below are both the next issue's cover art and the included wall poster, which, as always, will 
fold out to be four times as large as 
the magazine itself. Hopefully this 
gets you longtime Metroid fans 
excited! And if you're a younger 
gamer who wasn't yet around to see 
Samus in her previous prime, we'll 
include a full History of Metroid 
feature to get you caught up on the 
whole franchise — the perfect way 
to jump-start brand-new fans into 
existence! 


Sorry for the spoiler if you prefer 
to not know where NF's going next 
until you open your mailbox every 
other month. I’m just too excited 
about Samus' return to keep quiet! 
See you next mission! — LUCAS 
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